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yest Thing (ps2) % y CHOOSING 
Ratchet & Clank (ps2) y A CAREER 


Kelly Slater’s Pro Surfer (ps2) 
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WarCraft lil: Reign of Chaos (Pc) 
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PlayStation 


It’s time for someone small to do something big. It’s up to Stuart to help Margalo return stolen jewelry and 
defeat the Falcon. You'll love adventuring as Stuart Little through 7 big levels and 12 mini-games, including 
driving his roadster, flying his biplane and, of course, enjoying some awesome skateboard action. It’s the Big 
Apple. You're the size of a small apple. This isn’t going to be easy. ; SS 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 
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FOUR RUTHLESS MERCENARIES. : 
ONE HOSTILE UNIVERSE. 
IT’S A MATCH MADE IN HELL. 


The year is 2340 and more than fifty star systems are 
populated with colonies. But when an alien invasion 
threatens to put every living organism on the ae 
endangered species list, the Confederation of worlds : ° 
must dispatch its elite special forces unit, code-named = ae 


Brute Force. That's you. As Brute Force, you are four 


separate intergalactic mercenaries. The trigger- Pee 


happy assault trooper. cyborg sniper, stealthy assassin a 
and feral alien are all played by you. As you guide these iS 
shooters through 20+ missions and six exotic worlds, 
your knowledge of combat survival tactics will be 
severely tested. Depending on what the enemy throws | 


at you, you'll need to switch between squad members 


and use their specialized individual skills. Whether you 
play alone or in co-op mode with three friends, the 


battles escalate, the plot thickens and the violence gets | 


addictive. Good luck. To all four of you. 
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Bh Reason To Shine 
SHINE (Seeking Harmony in Neighborhoods Everyday) has been 


using art, music, sports, and technology to empower youth between 


the ages of 12 and 24. Through its programs, activities, and lessons, 


young people develop the tools to embrace diversity and promote 
social harmony within the community. In addition, the organization’s 
Web site (www.shine.com) offers young adults information about 
: social and political issues that affect 

them everyday. SHINE can be 
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Mild Lyrics 


Mild Violence 
PlayStationoe 


© 2002 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. and its affiliates. Activision and Pro Surfer are registered trademarks and Activision 02 is a trademark of Activision, Inc. and its affiliates. All Rights Reserved. Kelly Slater is a trademark of Kelly 
Slater. PlayStation 2, Xbox and GameCube versions developed by Treyarch. Game Boy Advance version developed by HotGen Studios."PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either 


registered trademarks of Microsoft Corporation in the U.S.A, and/or other countries. ™, ®, Game Boy Advance and Nintendo GameCube logo are trademarks of Nintendo. The ratings icon is a registered trademark of the Interactive Digital Software Association. All other trademarks and 
trade names are the property of their respective owners. 
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Visit 13 of the popular surf 
Spots from around the globe. 


ee ane 


9 modes of play including 
2 player PUSH™ mode. 


S = SURFING WILL NEVER BE THE SAME 


Drop in with 6-time World Champion Kelly Slater 
. : or one of 8 other top pros in the ultimate surf 
= : experience, Kelly Slater's Pro Surfer®. Play a total 
. 7 of 30 levels at the most challenging surf 
orn mn breaks from around the globe. Pull off big air 
and fantasy tricks like Rodeo Flip, Knack 


: Surf on waves populated 
<a dam ci with other surfers. 


to a whole new level. Surf in a constantly 
changing wave environment — you’ll never 
see the same wave twice. 
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ACTIVISIONO2.COM 


The ninjas return! , @& ) “7 
Shinobi (PS2) is 4 ‘ = 
leading a band of , we 
ninja games that include ~ 
Ninja Gaiden (Xbox) and 

Tenchu 3: Wrath of Heaven (PS2) 
onto your favorite game systems. 


| 4g Take This Job : : 
| (Part 1) 


Here's the first installment of a special two-part report 


where some of the best minds in the business tell you oe ¢ ~ 
how to start a career in games. Game designer, artist, v J _~ 
and producer are the first professions we explore. \ i - y 


) (PlayStation 2) 
Here are |6 things you need to know if you hope to 
keep Jubei and his friends alive long enough to uncover 
= the secrets of Onimusha 2. 


(GameCube) 
ws = You can’t avoid insanity in Eternal Darkness, but at least 
gees — this ProStrategy Guide can show you how to find all the | 
pages of the Tome of Eternal Darkness. 
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(PlayStation 2) 
Following the last issue of GamePro, you . 
should have mastered the basics. Now it’s time 
=e = to graduate to advanced moves and combos. 


CODE VAULT 


3 
The Vault is open for business, and you’re going to reap a 
wealth of secrets for Freekstyle (PS2), The Elder Scrolls Ill: 
Morrowind (Xbox), Way of the Samurai (PS2), and more! 
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Want to know how 
realistic NFL Fever ’03 is? 
Take a number. 
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1 - Dramatic camera angles take you all over the field 
2 - Go from clipboard holder to MVP in Career Mode 


bf the National Footbal! League. 


8 United States and/or other countries. Other 


istered trademark of the NFL players. 


3 - Customize your plays to throw off the D 
4 - 60+ teams mean over 1800 possible match-ups 


5 - Player physiques from L to XXXXXL 


6 - Tougher Al anticipates your moves 


7 - Where you sweat — they sweat 


8 - Updated player rosters 
9 - Helmets that reflect the playing environment 
10 - Unique player faces 


11 - NFL newbies, the Houston Texans 


ademarks or trademarks of Microsoft Corpo 
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12 - Total control over the weather — no, not in domes 


13 - Use Hot Routes to exploit the defense 
14 - Someone should’ve used the bump-n’-run 
15 - Updated home and away uniforms 


16 - One very frustrated defensive coach 
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——— te 


GameCube 


ProReviews 
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64 Finally, WarCraft Ill: Reign of Chaos! You'll also get the jump on 
Medieval: Total War, Stronghold: Crusader, Lionheart, Vietcong, 
and Rise of Nations! 
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WarCraft Ill: Reign of Chaos! Page 64. 


70 _ Get in tune with Castlevania: Harmony of Dissonance, The Lord of 
the Rings: The Two Towers, Boulder Dash EX, The Legend of Zelda 
GBA, Golden Sun: The Lost Age (all for the GBA), and many more! 
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Hearts (PS2), Wild Arms 3 (PS2), Summoner 2 (PS2), and more! 
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Summoner 2 
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Crank out huge airs like 10-time 
World Vert Champ Mat Hoffman. 


The only BMX game to 


BIMX WILL NEVER BE THE SAME. offer flatland tricks. 


Jump on the bus with Mat Hoffman and ten 


other top pros for the ultimate BMX eee 
blowout through eight U.S. cities, Pull MAT HOFFMAI'S. 


hundreds of tricks and combos using | Pp RR oO 8B im X 


the new Trick Tweaking System or “eg 
keep it on the ground with the only BMX ™ 
game that offers flatland moves. Unlock 
behind-the-scenes video footage from 
Mat’s actual road trip and then snap shots of your 
best tricks for your own photo scrapbook. One day 
on this road trip and you’ll know why BMX will never 
be the same. 
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Force your opponent off the screen 


in the 02 exclusive PUSH mode. 
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© 2001, 2002 Activision, Inc. and its affiliates. Published and distributed by Activision pee i. PlayStation 2 and Xbox versions somiones by Rainbow Studios. GameCube version developed by Gratuitous Games. Game Boy Advance version developed 
by HotGen Studios. Activision is a registered trademark and Activision 02, Mat Hoffman's Pro BMX and Pro BMX are trademarks of Activision, Inc. and its affiliates. All Rights Reserved. Mat Hoffman is a trademark of Mat Hoffman. “PlayStation” and the "PS" 
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Te nalers th Qaidenkye return to bring you the most exciting new shooter ths side of Halo. ° 
Game Now 


~ Nye best-looking first-person shooter currently in development for the PS2.” 
Gamespot.com 


“a true heir to GoldenEye...so polished it shines.” 
XBOX Nation 


"A brilliant game” 
Nintendo Power 


"TimeSplitters 2 is going to be awesome. 
IGN.com 


‘Looks like one of the best FPS yet. We cant wart? 
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GET YOUR FREE DEMO AT 
WWW.TIMESPLITTERSGAME.COM 
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Welcome to 
Ninja High School 


Once upon a time, ninjas were all 
the rage in video games. Then they 
quietly and mysteriously slipped back 
into the dark regions of the minds of 
video game designers and publishers. 
Now it looks like those ninjas were 
just polishing their throwing stars and 
laundering their black outfits, biding 
their time for a triumphant return. 

The ninjas are back, and they’re 
being led by a couple of blasts from 
the past: Shinobi (by Sega for the PS2) 
and Ninja Gaiden (by Tecmo for the 
Xbox)! But while the names of the 
games are the same, you haven't seen 
ninjas this cool before...unless maybe 
you've been following Activision’s 
Tenchu series in more recent years. 
In that case, you're ready to return to 
school for a refresher course in the 
art of ninjitsu with Tenchu 3: Wrath 
of Heaven (PS2). 

Of course, there are schools other 
than those that reveal ninja magic 
tricks. Education is at the core of 
one of the most frequently asked 
questions of GamePro editors: How 
can | get a job in the games business? 
This issue features the first of a two- 
part series where GamePro asks some 
of the brightest minds in the games 
business to share how they got their 
starts and what type of educational 
resources they used to score their jobs. 

Formal education, intense study, 
guerrilla tactics...it’s all good whether 
you want to be a better ninja or build 
your career in video games. 


The GamePros 
Oakland, CA 
letters @gamepro.com 
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Editer's \HEAD<HEAD 


’'m a hardcore gamer, so | like playing games re- 
gardiess of what system they are on. | grew up with 
the NES and all those great games just like every- 
body else. But it’s time for the Big N to swallow its 
pride (like Sega did) and get out of the hardware 
business to just make games. Now, before all the 
mutiny letters start to pour in, just hear me out. 
Before you can even start to make a profit off your 
console, you need to break even on production cost 
alone, not including marketing and advertising. Sony 
recently made a price drop because it finally broke 
even on production. Nintendo and Microsoft, on the 
other hand, have yet to even recover half of their 
production cost. Whatever timetable the Big N and 
the Big M had planned for was completely thrown 
out the window when the PS2 went to $199, and 
now it will be extremely difficult for them to break 
even, let alone make a profit off their respective 
systems. But it gets even worse for them. If Sony 
decides to make another price drop within the next 
six to 12 months, Microsoft and Nintendo can kiss 
their butts goodbye. It doesn’t matter how many 
copies Nintendo sells of the new Mario, Zelda, 
Metroid, and other franchise games. It will all be 
for nothing if the GameCube’s user base stays so 
small. Basically, even if Nintendo lowered its price 
to $99, you still wouldn’t see people rushing out 
to get one. The majority of those who wanted one 
already have one, and the numbers are anything 
but impressive. 

Microsoft can easily last through this generation 
because it has billions. Nintendo doesn’t have billions, 
it has millions, and there is a difference. If the Big N 
doesn’t make the right decision, it will go out of 
business. Second place may not sound very bad, 
but it’s all about the money. Do the right thing, Nin- 
tendo, and become a games maker for all consoles. 
No one wants to see you go; at least making games 
for other systems will allow you to enjoy a nice pro- 
ductive financial life. 


> Paul J.—Bel Air, MD 


There's just one thing 
you're not considering, 
Paul: The price drop 
actually will increase Nin- 


tendo's sales. Everybody 
who wants a GameCube i 

definitely does not have one yet, and the lower price 
makes the machine look great to people who were un- 
decided before. More consoles sold means a bigger install 
base, and that’s what lures developers to a machine. 
More developer support means more revenue for Nin- 
tendo, which takes a cut out of each game produced. 
The money is what it’s all about for all three companies, 
but the money comes from more sources than just the 
consumer. Plus, Nintendo arguably has a lower cost of 
goods than either Microsoft or Sony— no DVD drive 
means cheaper parts. So while the next few fiscal quarters 
may be rough on Nintendo, the company is probably 


going to make up in volume what it lacks in price. 
Nintendo is in better shape than you think, and it’s 
way, Way too early to surrender. 


| was reading a magazine the 
other day that said some- 
thing about a Resident 
Evil online game for 
the PS2. | thought Nin- 
tendo owned the rights 
to Resident Evil. if it does, how 
could Sony get a Resident Evil 
game for its system? 


> Fred Shaw-Via Internet 


The rest of the industry was just as 
surprised and confused as you were, 
Fred. Nintendo does have an exclu- 
sive deal with Capcom for Resident 
Evil games, but it turns out that covers 
only the “core story line” games. Resi- 
dent Evil Online is seen as a side story, 
something that doesn’t necessarily affect 
the main plot that has been unfolding over 
the last few years. As a little brother of 
sorts to the main franchise, it will appear on 
the PS2 via a special arrangement between Sony and 
Capcom. For the thousands of PS2 owners who were 
disappointed to hear about the exclusive GameCube 
deal, that’s pretty good news. Unfortunately, almost 
nothing was announced about the PS2 online game 
other than that “it’s in development,’ so you probably 
won't hear any more details about RE Online for quite 
a few months. 


| sent you codes for Star Wars Rogue Leader and 
you put them in your magazine, giving me NO 
CREDIT AT ALL—not even a simple name mention! 
Damn you cheap bastards—now you make it seem 
like you discovered it. | sent you those codes for the 
recognition from people, instead what happens?! 
You take the glory. 

> Pat Christman-—Via Internet 


No, you simply didn’t get the codes to us before some- 
one else did. We get hundreds to thousands of each code 

submitted every issue, most of which are cut-and-paste 

jobs from the Internet, and people try to take credit for 
someone else's discovery. Nonetheless, the first person 
who sends us working codes gets the reward. If there is 
no name listed, that code was provided directly by the 
publisher of the game. If there is a name listed and it’s 

not yours, their note reached us before yours did. Now, 

if you were the person who actually discovered those 

codes by hours of your own button presses, then next 

time, you should send them directly to GamePro first 

without posting them to the Internet in any form. That 

way, nobody can rip you off for your hard work. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 
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HEAD2HEAD 


’'m 14, and my brother is 9. When we play a video 
game and | win, he says that the only reason | won 
is because I’m older. He’s beaten me at plenty of 
games, but he still says that he can’t beat me. | 
want to prove to him that age has nothing to do 


with video games. The only way to beat 
someone at a game is to have faster 
reflexes and to be more focused. 
So, does age matter? 


> Danny Paswell—West Warwick, R.I. 


Age doesn’t matter—skill matters. At five 
years older, you may or may not have better 
motor skills than your brother or have honed 


your reflexes (that does come with time and 


experience) more quickly. Depend- 
ing on the game, maybe you have 
better problem-solving skills, so 
you might be able to figure out 

a boss's pattern or a locked door 
puzzle quicker. But arguably, he 
could play just as often as you do and be just 
as good at games. Everybody's different, but 


age is definitely no guarantee. Skill develops at 


its Own pace. 


four-eyed_dragon 
dunjin_master 
dpad_destroyer 
tokyo_drifter 
ijron_monkey 
danelektro 
major_mike 
miss_spell 
dr.zombie 
star_dingo 
airhendrix 
brobuzz 
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This is your magazine, so tell 
us what you'd like to see in it. 
Send your letters to: 


GAMEPRO OCTOBER 2002 


| have a dream...that there will be only one gaming 
system for all to enjoy, ending prejudice and bitter 
stereotypes. | have a dream...that one 


will be able to go over to his friend’s 
house and bring his games be- 
cause his friend has the same 
system. | have a dream...that 
Grand Theft Auto Ill and Super 
Smash Bros. will share the same 
_— home. And then | wake up. 


> Wildfire195—Via Internet 


Bad Hare had a dream where he 
was in the high school auditorium, 
naked as a jaybird, 
and he had to 
give a speech 
about the socio- 
economic state 
of Botswana but had forgotten 
to research the topic at all. 


We all agree that your dream 
is better. 


All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. We will 
accept color photocopies or digital 
scans. Send to artattack@gamepro.com. 


We cannot publish all letters and 
e-mail messages, and we cannot 

send personal replies to all your 
letters or e-mail (though we try). 
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Medal of Honor: Allied Assault takes up 


Well as | was going through the game on medium 


the entire screen of the computer, right? 


setting, the screen minimized to a small window, 
and sometimes when | click the mouse it clicks 
outside of the window and the game freezes. | 
was just wondering if you have ever heard of this 
before and if there is anything you can do about 
it. | don’t want to uninstall it because | have most 
of the medals, so if there are any alternative 
methods | would be greatly appreciative. 
PENGUINFINGERS4FUN—VIA INTERNET 


Yes, sir——we've gotten a few letters about 
this, and no sir—you do not have to re- 


install the game. This seems to be a common 
problem and one that can easily be rectified at 
that. According to EA online technical support, 
“If this occurs, forcing the game to fullscreen 
will be necessary. This can be done by following 
these steps: 
|. Open the unnamedsoldier.cfg file in the 
“\Main\Configs\” directory, which is located 
in the folder that the game was installed to. 
By default this will be: 
C:\Program Files\EA GAMES\MOHAA\ 
2. Open the file using Notepad and scroll down 
to the bottom 
3. Create a new line that says 
seta r_fullscreen “1” 
4. Save the file 


5. The game will launch in full screen from now on.” 


really occur, and if so, is there a way to turn 
off the vibration? 


My mom said that vibrating controllers 
can cause nervous seizures. Can this 


JOHN FATIGATE—CASTINE, ME 
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s Surely it can be said that the Watch Dog has the most dangerous job in 
the video game industry, and this month is no exception as he braves 

seizure-inducing games, hand-injuring controllers, shrinking computer 
screens, and more. Read on, fellow pilgrims, read on.... 


Well, John, your mother is half-correct. 

Most likely she is referring to the case of 
the British teenager who showed symptoms of 
what is called “hand vibration syndrome” after 
spending more than seven hours a day over many 
years playing games with vibrating controllers 
(which prompts a question: Where were the 
kid’s parents all this time?). The syndrome, which 
often occurs among heavy and industrial machinery 
operators, causes pain and swelling in the hands. 
Now keep in mind that by playing for so many 
hours a day, the teenager far exceeded the rec- 
ommended amount of time one should spend 
playing games; as long as you keep your game- 
playing hours to a conservative level (no more 
than one to two hours a day), you and your 
hands should be just fine. You can also prevent 
hand injuries by taking frequent breaks (every 
20 minutes or so) and making sure you are both 
sitting and holding the controller in ergonomi- 
cally correct positions. If you want to play it 
safe, most games allow you to deactivate vibra- 
tions. This feature can usually be found in the 
game's option menu. 

However, although you won’t experience 

nervous seizures by using vibrating controllers 
in moderation, there is a possibility that you can 
suffer what are called “photosensitivity seizures,’ 
which may be induced by flashing lights or geo- 
metric patterns that are displayed by video games. 
Over 50 cases of video game—induced seizures 
have been documented according to a class action 


suit filed by families against video game manufac- 
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At GamePro, listening is what we do best. VWWhen you 
have a problem with a product or feel you’ve been 
ripped off, we want to know. Write to: 


GamePro’s Buyers Beware 
P.O. Box 22210, Oakland, CA 94623-2210 


Or e-mail us at: 
buyers_beware.gamepro@gamepro.com 


turers. According to Class Action America's Web 
site: “Photosensitive epilepsy is rare, being found 
in one of every 3500 or 4000 people...most 
people who are photosensitive (and who re- 
spond to flashes rather than geometric patterns) 
respond only to a particular range of flash rates — 
the number of times per second the flash occurs. 
A flash rate between |5 and 20 is the most likely 
to induce a seizure.” As you can see, the chances 
of this happening to you are extremely slim, but 
you may want to keep in mind that video games 
are not the only culprits of these kinds of seizures. 
Strobe lights can trigger them, as can television as 
viewers in Japan found out the hard way when a 
Pokémon cartoon triggered seizures among hun- 
dreds of people, most of whom were children. 


an updated version. When | put the GameShark 2 


| got a PS2 last week, and my friend gave 
me his GameShark 2 because he just got 


in my PS2, a screen came up saying, “Please insert 
a PlayStation or PlayStation 2 format disc.” The 
next day, | went to my friend’s house and told him 
the problem. We put the GameShark 2 in his PS2, 
and it worked fine. Is my new PS2 defective? 
KEVIN CURRY—VIA INTERNET 


According to a contact at InterAct: “Sony 

revised its hardware configurations, so the 
disc isn’t being read correctly. Whenever hard- 
ware is modified as to be incompatible with our 
products, we will release new, compatible software 
ASAP. We're constantly updating the software, 
and we have a new version of the disc available, 
which is compatible with the new PS2s. Call us 
at 410/785-4064 to receive a replacement disc. 
This problem could very well occur again, and if 
so, customers should contact us again to receive 
a new disc, which should be compatible with the 
revised system.” 


YOU MAKE THE CALL 


Having problems with hardware or software from 
Sony, Nintendo, Microsoft, or Sega? Here 


are the customer service numbers to call: 


Sony: 800/345-7669 
Nintendo: 800/255-3700 
Microsoft: 800/469-9269 
Sega: 800/872-7342 
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My only fear is running out. 


got chocolate milk? 


Ruby and Sapphire to bring popular series to the Game Boy Advance 
One of the more mysterious no-shows at last May’s E* gathering, the long-awaited Game Boy Advance update of 
Nintendo’s portable Pokémon dynasty is finally beginning to take shape. 

Considering that the game has an official November 21! release date in Japan, Nintendo is being suspiciously skimpy 
on details. So far, it looks like the two new GBA games, officially titled Pokémon Ruby and Pokémon Sapphire, will retain 
the feel of the original Game Boy titles while offering some key enhancements. The most inventive feature announced so 
far is a new two-on-two battle system. For the first time, you'll be able to fight with more than one monster at once — 
a feature that will hopefully give the game a bit more strategy depth. 


Of course, Pokémon wouldn’t be Pokémon without the, uh, Pokémon, and Nintendo has a veritable zoo full of 


new critters for the GBA games. Nintendo has revealed |] Ruby/Sapphire characters so far, including shark-type 


Hx2y5-2e:20 
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Samehader, pelican-type Pelipper, and a mushroom creature named Kinococo 


(all Japanese names; the English ones haven’t been announced yet). You'll get 


to play as either a male or female trainer this time around, and a brand-new 
cast of rival trainers thwart your quest for new creatures. 
Although Ruby and Sapphire will hit Japan this fall, no American release 


NEWS BITS | dates have been announced. However, a spring 2003 release seems likely. 
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Pierce Brosnan _ i a ae 

is EA’s Bond q hat 1 on LI- | 

Actor Pierce Brosnan has | 9 rm, 

signed a deal with Electronic 

Arts to appear as James Bond 

in the upcoming game James 

Bond 007: NightFire. NightFire is 

slated to ship this November on 

‘ | the PS2, Xbox, and 
GameCube, in con- 


Dip. Weve =realbo 


junction with the de- 

but of the 20th Bond SONGPRO: VIiP3 GB 2 0) 

film, Die Another Day. 4 x 
PS? Hits 10 Million Mark Nearly two years after it was first announced, the SongBoy is finally about 
Sony announced that it has shipped over to see the light of day, albeit under a different name. Southern California— 
10 million PlayStation 2 systems in Japan in based company SongPro announced that its MP3 and Windows Media Audio 


just 27 montis: (Seven MONS qMIEKEE tan player will launch this fall for the Game Boy Color and Game Boy Advance 


for less than $100. 


The SongPro will use a built-in 32-bit ARM-7 processor to drive its music- 


the original PlayStation). Sony is celebrating 
by releasing two new 
translucent PS2s in 


the region, Ocean player engine. You'll stuff music into it by downloading files from your PC 


Blue and Zen Black, or Mac onto a flash memory card, then inserting the card into one of the 


but will make only SongPro’s two card slots. The slots will allow you to load about 10 hours of 


500,000 of the sultry music at once. 


Digital music lives on the Game Boy—at 
Se eee Besides playing MP3 and Windows Media files, the SongPro will also _‘ast!"-with the revamped SongPro. 


Xbox 2 + HomeStation accept a proprietary format that uses the Game Boy's screen to display lyrics, album covers, and other extras. This 
In April, GamePro reported on the rumored 


copy-protected format is what the company will use to let owners listen to commercial music from all five major 


HomeStation, an upgraded/enhanced Xbox 
PE record labels, free of charge. 


with VCR-like capabilities and Internet access. 


tech industry @acsanie Bed emia cei The original SongBoy MP3 player was announced two years ago (see ‘“ProNews,” April 2000) but fell by the way- 


reported that the HomeStation has been under side after a Nintendo lawsuit. John Richmond, SongPro’s new chief executive, promised in a press release that the 
development since last September and could accessory will have full support from both Nintendo and the record labels. “Certainly the record companies, the 


be ready as early as this Christmas. A “real” artists, and their management have responded very favorably to this,” he said. 


5 XBOX GAMES TO THE GBA 


Earlier this year, rumors had been going around the Net that Microsoft was planning a handheld 


Xbox 2 is in the works (Microsoft CEO Steve 
Ballmer told the Nikkei news service that 
it’s due in 2006). The Red Herring article TH 0 


estimates that Microsoft lost about $750 


million in the last fiscal year on the Xbox : ; — sie ; a 
y system of its own. Now, though, it looks like it’s taking the “if you can’t beat ‘em, join ‘em 


and stands to lose $1.1 billion in the next 


one. Microsoft still has nearly $42 billion approach to Nintendo’s handheld dominance. THQ and Microsoft announced an exclusive 


in the bank and likely won't have any multi-year deal in June that will bring Microsoft Game Studios’ top Xbox and PC titles over 
problem weathering out the losses. to the Game Boy Advance. 

The agreement, similar to the one THQ signed with Sega last November, will allow 
THQ to port and publish some of Microsoft’s most well-known first-party game franchises 
on the GBA. THQ will have its pick of Microsoft's library until 2004, and can publish GBA 


versions of the games of its choice until 2008. The first two GBA games, Munch’s Oddysee and 


Monster Truck Madness 2.0, will hit stores sometime in 2003. 
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Best-Selling Video Game Titles: 
STATIC 


( lay 2002 hine...Super Mario Sun- 
Come aTrOR pune oe 


you've got the Harry Potter 


Rating: 4.0 Spider-Man PlayStation 2 Activision 
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Dragon Ball Z: 
The Legacy of Goku 
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Logitech's Cordless Rum- eva 
Quidditch sim? You guys are often 
blePad tackles the too- 
the best in the biz when it comes to re- 
many-cables-around-the- 


A SOO eRe Rese seen eeeEeeeeeeeEse een eeeEseee eee ESE ESOEEE THESE ESET SEHEEEEESEE EEE HEESSESEESEEHEEESESOETEEEESEEs & alistic sports games-—so make one for 


Medal of Honor aD 
gamepad that works from 20 feet away. The four AA bat- Frontline ee ee 
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computer problem nicely with a sculpted dual-analog PC 


‘ h é P i ree is flyi 
teries offer 50 hours of gameplay but make the controller Se Se ee ieee ie ye 


: through rings nonsense-—everything you 
feel heavy. Unfortunately, the directional pad is too concave, coe ete. oh ei iad 
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and the analog sticks can get slick. However, with II buttons Pes SBS GUE Tae PAKS 1 Breet detail 
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(including a throttle for flight and driving games) in a PS2- and you already have the technology and pro- 


style layout, solid construction, and lagless 2 4Ghz wireless Roche cdeebeveccnsedabedeperasssdeebecsecced Sedeeccdecactesedesrecdasdevecccrecaessspeccescsassesercssssaneseeses grammers to do it. It’s a natural, and its a 
freedom on its side, those shortcomings are forgivable. SSE SBE A ers st ee ee ere ee OS ae ete SS eS : must. Don’t waste the Potter license on 
Good thing, too—Logitech is planning to bring this design lookalike platform games for the next seven 
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to a console near you later this year—Dan Elektro Super Mario years. * One of the worst things you can see 
Price: $49.95. Contact: Logitech, § [iam Oe while playing a game is the phrase “Sewers!” 
800/231-7717, www.logitech.com 


Why? Because that means this overused game 


locale is not only loading, but there will be mul- 


¥ A Vv a | 8 tiple zones of it. Ugh. * GamePro action figures 
as 2 FACS have been a running joke for years, and nobody 


really believed we'd see the day when they'd 


A new Japanese study announced in July indicates that people who play video games for 


hours every day tend to be irritable and have trouble concentrating on other work Age &xist. So when the first Dr. Zombie and Dan 
AZ 


after extended play. Mam Elektro action figures arrived in our offices in 


<i all their articulated glory, they were met by 


stunned silence. That silence was broken 


The study, led by neurology professor Akio Mori of Nihon University and 
reported in the Japanese Mainichi Shimbun newspaper, monitored 240 
Japanese men and women, ranging from six to 29 years old, as =~ ad ATC. — fairly quickly by cries of “Where's mine?” 
they played games over a period of several months. During that ~~ w= . yi 


time, Mori and his team of scientists examined the prefrontal cortex 2s Cy 


For the record, the GamePro editor figures 
will be extremely limited-—there will be 


(the part of the brain that controls emotional and creative behavior) only 2500 of each editor, and 100 of 


of each test subject. 
those will randomly feature auto- 


Your standard, garden-variety prefrontal cortex is home to two different types of brain paphed base. Check dur Web site 


waves— alpha waves, which make you feel relaxed, and beta waves, which make you feel more awake. 
for ordering details. * Microsoft is 

According to Mori’s results, the people who played games for two to seven hours daily had almost no beta waves at all, a 
a a - bringing out Crimson Skies. Koei 

syndrome which could lead to excess anger and mood swings. Mori called this disorder “video game brain” and cautioned parents 
7 , is readying Crimson Sea. Please, 
to “pay close attention to the type of games they let their children play and how much time they spend playing them. 


please let there be a Crimson 
Land. * LOTR: Two Tow- 
ers... LOTR: Two Tow- 

ers ... LOTR: Two 


a 
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Mori plans to unveil his results at the annual meeting of the Society for Neuroscience in Orlando this fall, but some of his Japanese 
colleagues are already looking at his work with a skeptical eye. Yutaka Ohmura, a neuroscientist at Kyushu University, praised Mori's 
report as ‘a unique look at how video games affect the brain” in an interview with the Associated Press. ‘However,’ he said, “there are 
other brain waves, called theta waves, that can be measured in the frontal region. Without that data, | think it’s a little hasty for them to 


reach their conclusions about how it affects a person’s concentration and other behavior.” 


HIDDEN CHARACTERS 


Oh, and Dungeon Siege 
took up almost a month. And those 
two weeks you spent just answering posts 
on the Web site’s forum. Then playing 
Well, there was WrestleMania X8 and the vasa 
Medal of Honor Frontline. when you couldn't stop crying... 
And Morrowind. Neverwinter 
Nights, too. 


Man, time flies. Where 
did the summer go? 


. then here were those three days 
the anti-ce\-naded > \yatedlorg =f 


kidnapped you, and then the 


four days you took off %0 recoye,. 
Ana ES of cote that was 
kinda huge, Jedi Knight ll, too, 
Plus Blood Omer 2 and the 
Coodlin Midget tri-state 
tour, and the reissued RES 
dent Evil, and come laundry /@ 
time (but Qe" not). } 
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Special delivery, one Bandicoot. The Wrath of Cortex comes to Nintendo GameCube. With super-fast crashbandicoot.com 


load times, explosive action and Game Boy° Advance connectivity, Crash is breaking out of the Cube. 


“Crash Bandicoot: The Wrath of Cortex” interactive game © 2002 Universal Interactive, Inc. Crash Bandicoot and related characters ™ and © Universal Interactive, Inc. All rights reserved. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. 
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Wanna get rich quick? You can make real money 


selling virtual property from online games. Sorta. 
By Dunjin Master 


‘TT WENTY-ONE-YEAR-OLD Brian Eddy was unemployed when he went 
1 out and purchased a 1992 Mazda Protégé, a 1995 Yamaha Seca II motor- 
cycle, and a 2001 Bigfoot Goped. He bought these expensive toys with 


money he made selling online cash from Motor City Online for real-life Q For Sale: Stunning 33-room 
money—something like $6000 in real-life cash. And he’s not alone. castle, complete with moat and 
re as ina defensive battlements. Perfect 
MASSIVELY MULTIPLAYER MARKET scab at anima omni 

Buying and selling ici items, currency, and characters for real cash isn’t Re $5000 


new. People have been putting. castles and characters from Ultima Online 
on the market for years with large castles selling for between $3000 and 
~ $6000—enough to buy a decent real-life used car. EverQuest characters 
and entire EQ accounts regularly sell for hundreds of dollars, and selling 
virtual Dark Age of Camelot property was proving so lucrative that an en- 
tire company (Blacksnow Interactive) sprung up to sell items from the game. 
Brian Eddy’s mini-fortune came from Motor City Online, EA’s massively 
multiplayer racing simulation. “A few months after | started playing, | had 
accumulated a large amount of cash in my online persona for MCO,” says 
Eddy. “Someone | know knew that items were selling on eBay fairly well and 
with very little effort. Seeing that | was out of a job, | thought that | would 
try something new, just to have a little money on the side to go to movies, 
etc.” Things went better for Brian than he thought they would, and before 
long, “MCO was more than a full-time job.” 


Items, characters, and other property 
from massively multiplayer games repre- 


sent alot of time and efor. ttook «=§ “When you see me on Motor City Online, 
hs for th E = = 
many months for the first EverQuest’ it means that I’m there to do business.” 


players to reach level 50, which was 
the maximum level at the time. Retiring pee 5 7 

players who want a return on their time Brian Fddy, virtual salesman 
investment often attempt to auction off 

their well-loved and hard-earned characters and cash, posting them on eBay and on other similar auction 
Web sites. People who want to enjoy the fruits of having a high-level character or tons of virtual cash— 
but who don’t have the time it takes to earn these things themselves—are generally the ones who seek 
out these auctions. 

But eventually, the high dollar amounts these auctions brought down attracted the interest of online 
players with the skills to produce items repeatedly for auction, and it became a business. Many sellers 
have strategies that have proven to be more lucrative than others. “Mainly | just sell in-game cash as | 
find that has a solid value in real life,’ says Eddy. “As opposed to selling cars on eBay that may be rare 
cars and no one really knows the value of those. Game money is the easiest because | know exactly 
how long it would take me to make a certain amount, and then how much it would go for in real life.” 
One million MCO dollars can go for $150 to $200 in real-life cash—though Eddy claims to have made 
$600 on a single transaction, selling two million MCO dollars. 


Earth & Bavcnd will feature a trading class and wil 


C LEOTCOS | encoce- likely continue EA's policy of not interfering i in player 

auctions. Will players be able to gain levels by buy- 
Making tons of money selling online property is fine as long as the company whose game you're ing items on eBay and selling them in-game for 
playing doesn’t mind. “We are huge proponents of the buying and selling of ‘virtual goods’ so long Trader experience! 
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as we're talking about 
in-game cash—i.e. buy- 
ing/selling virtual goods 
for other virtual goods,” 
says Scott McDaniel, vice 
president of marketing 
and public relations for 
Sony Online, publisher 
of EverQuest and the 
upcoming Star Wars 
Galaxies and PlanetSide. 
“The real question is 
when it leaves the game 
world and starts to in- 
volve the infusion of real-world money and economics.” 

Mark Jacobs, president of Dark Age of Camelot creators Mythic Entertain- 
ment, says that while they don’t allow the sale of Camelot property for intel- 
lectual property reasons, the practice can adversely affect the game for other 
players. “We have said in the past that players who buy items such as gold 
are cheating within the rules of the game,” says Jacobs. “It detracts from the 
quality of the game by offering them an advantage against other players 
simply because they have more money in the real world and are willing to 
spend it.” 

“Let me run a scenario by you,” adds McDaniel. “A group of 50° level 
characters is mounting an expedition—they need a cleric (healer character) 
and one shows up. For the sake of the example, this 50°" level cleric was 
bought by a very new but real-world rich player. Off they go. The cleric ends 
up not knowing his spells, gets everyone killed, and then immediately logs off 
(because everyone is yelling at him). The end result: Six EverQuest players 
just had a miserable time, one character gets ‘known’ as incompetent, and 
the new player who should be having a great time can’t get a group, ends up 
reselling the character, and quits the game. All of this is solved if a player 
‘grows with his character’ in knowledge, play skills, and equipment.” 


Not everyone in the massively multiplayer field agrees on this issue. EA 
Games, publisher of Ultima Online, Motor City Online, and Earth & Beyond, 
originally tried to ban the sale of virtual property from within UO, and it 
didn’t work. Now the company falls just 
short of encouraging it. “It comes down 
to the Time vs. Money conundrum,” 
says Trudy Muller, corporate communi- 
cations manager at EA. “A lot of players 
want to see what a game is like at the 
higher levels of play, and they simply 
don’t have the time to pay their dues. If 
they are willing to pay hundreds of dollars 
for the privilege, who's to stop them?” 
One seller on eBay explains his auction like so: 
“If you spend the money on it now, it’s kinda like 
an investment. If you decide to quit playing in the 
future or want to sell it for any reason, you could 
possibly make money on it if you sold it for more.” 
Brian Eddy believes he’s doing MCO players a 
favor. “I think it helps the lower ranked people in 
the game with items that they could not purchase 
without my services. In that sense, it makes it better. 
But as always, there are other people in the game 
who take money and run, and scam people. They 
ruin it for everyone.” 
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winner, 


Payment Details Payment Instructions 


Item price See item description or contact seller for more information, 


Shipping and handing 


US $3,050.00 
US $0.00 


Sales tax (0 


Ne US $3,050.00 


Seller to buye] Mhyyan vy 
Buyer & Seller: Vi the « recent “ antity 1 


Auction has ended 


Ultima Online 
United States 


Location, 
je: 
& 


Soller (Rating) 


e the seller ox High bid 


Payment 


Shapping 


ied 
provided mm the Payment Details section below. Will siup to United States only 


People are making tons of money selling virtual property online, mostly 
through auction sites such as eBay, but if you’ve decided to get rich quick 
this way, there are a few things you need to do first. Most importantly, 
check the End User License Agreement (the agreement that pops up before 
you start any MMOG) for the game you're playing to see if the publishers 
have a policy against selling their online property. If there is such a policy 
and you do it anyway, you could be banned from the game or even taken to 
court. Secondly, be prepared to put in long hours playing a game in an often 
tedious manner, finding and repeating the actions you know will pay off. 

Massively multiplayer games aren’t just for wasting time anymore. It’s not 
for everyone, but if you have the time, patience, and know-how, you can turn 
your online gaming time into real-life cash. As for Brian Eddy, he has no idea 
how much time he’s spent on Motor City just running race after race after 
race until he gets enough fake cash to sell for real cash. “I don’t even play for 
the fun of it anymore,” he admits. “When you see me on Motor City Online, 
it means that I’m there to do business.” 
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r a golden age of digital swords-and shuriken, the sun quietly set on the video — 
adventures of the mystical assassins known as ni Now, Sega’s Shinobi emerges — 
to lead a new generation of ninja games out of the shadows. By tokyo Drifter 


HE NINJA 1S anatural star for video games—he offers a 
distinct look, a mysterious demeanor, and most ofall, he’s an. 
a-number-one bad-ass. Ninjas once ruled arcades and consoles during — 
the 8-bit and 16-bit eras, but with the exception of the Tenchu series on 
the PlayStation, the mysterious warriors have all but vanished in recent 
years. Suddenly and without warning, the genre is creeping back into the 
light, and leading the new wave is oT apeereae To 
none other than Sega's own chief dark 
blade of justice, Shinobi. Let notice 
be served to the next generation: The 
ninjas have returned. 


LEGACY OF 
REVENGE 


Shinobi started life in 1987 in the Many aerial combinations will be 

arcades, but the action-oriented possible—like double jumping, run- 

ning along a wall, and then dashing. 
series truly came of age on Sega's 


“S. 16-bit Genesis. Some still regard 
the Genesis’s Shinobi III as the 
pinnacle of video ninjitsu. 


_The team behind these clas- 
sics, Overworks, is back in 
the saddle for the new Play- 

Station 2 incarnation, and it’s finding a 

healthy challenge in balancing the past oe oY 

with the present. “Now that it's 3D —_shinobi’s excessively long, flowing scarf 
instead of 2D, the game’s turned into _ was partly inspired by the excessively 
something completely different from !0ns, flowing cape of comic book anti- 
before,” reveals Takashi Uriu, one of pare see 

the game's lead designers. “We have a lot of people in Overworks who worked 

on the series since its inception, so they’ve been able to give us a lot of valu- 

able advice on the game. Besides, we're all fans of the series ourselves, so we 
want to make a game that’s worthy of being called ‘the latest Shinobi game.” 

Uriu promises that series hallmarks like eight-way shuriken attacks and double 

jumps will return, but the team also wants to build “some new surprises” into 
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“The PS2 was the first console from this “In the old [Shinobi] games, most players 
generation we were able to get our just fired off shurikens at enemies from 
hands on, so it was kind of the natural far away,” says designer Noriyoshi Ohba. 


ERA F — a . choice for us,” says designer Noriyoshi “That'd be way too hard in 3D, so [here] 
We'll be borrowing a lot from Japanese mythology and culture, as before, Ohba. “It’s also the most popular system we have an auto-targeting system.” 


Fe 


scitaamanennnpanserervenei —_ 


says designer Noriyoshi Ohba. “You can expect to run into a large amount of on the market by a longshot; obviously 
different ninja-based and mystical enemies.” that was a factor as well.” 
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Shinobi. “The graphics and gameplay have changed a lot in the 
switch to 3D, but a lot of people have said to us, ‘It’s weird, 
but this just feels like a Shinobi game.” 


REAL ULTIMATE 
POWER 


The new lead character, Hotsuma, will sport a futuristic body suit, 
carry his supply of shurikens on his arms (which double as spiked 
gauntlets), and wear a 

billowing red scarf that 
seems to have a life of 


its own. “We included 


THE SHINOBI LEGACY 
SHINOBI SEGA 


Shinobi will iédaira ‘cua parts style and skill, “The Shinobi (1987) was born in the 


better you get, the easier it'll be to get flashy and arcade. The first game featured 
the almost-too-long —_ jose yourself in all the cool moves you can pull off,” _— side-scrolling action where you, 
red scarf because we _ says designer Takashi Uriu. " as super-ninja Joe Musashi, took 


wanted this new dark hero to cut 
a good silhouette for his debut,” 
es ; mf] reveals Uriu, “and also because we 
i cisinis wil tis & ccs sword that, thought it'd be the best item to 
once awakened, can suck Ns life away if help express the dynamism behind 
it is not fed. his quick, ninja-like moves.” 
The addition of 3D 
gameplay has mandated 
more changes than mere 


out an enemy army during your 
quest to rescue kidnapped chil- 
dren and other hostages. Home 
versions of this Shinobi were later 
released for the Genesis and Game 
Gear systems. 


THE REVENGE 
OF — = 


Quickly stringing together four enemy 
cosmetics. For instance, deaths will activate an insanely cine- 
Hotsuma's shurikens will matic cut-scene. 

hit the intended target as long as he’s facing the general direction 
of his opponent, but the pointy projectiles will be limited in both 
supply and strength, so the emphasis will be more on making use 
of his deadly sword. To that end, you'll be able to lock on to a 
single target using one of the shoulder buttons or just slice into 
a crowd if need be. Ninjas are known for their ability to confuse 
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* igelut Bee Musashi’s alien is kidnapped 
Wall nifiing wil re a aay skill | to master as many their prey through speed and stealth, and Shinobi will be no ex- by the Neo Zeed crime organiza- 
areas lack a floor altogether. ee ception. Dashing will cause a ghost-like after image that enemies tion (a bunch of guys who do noth- 


will unwittingly attack, leaving them vulnerable. Also, in addition to magical ing but rotten things to nice peo- 
attacks like fire and lightning, gamers will need to master a new skill: running ple), and Joe dons his ninja garb 
on the walls that will sometimes crumble beneath your feet. “Wall running to get her back. The Revenge of 

- will be absolutely vital to finishing the game,” says Uriu.“I doubt you'll be Shinobi (Genesis, 1989) was one of 


able to get to the end without mastering this skill because a lot of areas the games included in Sega Smash 
simply don’t have any floors at all.” | Pack Volume | for the Dreamcast 
| | (2001). Another Shinobi game by 


y-| D IFF 1C Ue P ATH the same name will be released 
| for the Game Boy Advance by THQ 
+ Shinobi is beloved by gaming veterans in part for its level of difficulty and jn December, but it will feature a 
resulting sense of accomplishment. Uriu says the new version will have four —_ brand-new adventure. 


“The basic moves yeu have, the double 
shuriken jumps and so on, are essentially 


designer Takashi Uriu. _ always had this reputation for being very challenging, and to be honest, | SECRET OF SHINOBI SEGA 

— ee wees think most action games are way too easy nowadays,” he says. 
“I'd like to revive some of the challenge the genre used to have. 
We're planning different playable characters, new game modes, 
and other bonuses that'll make you want to play again and again 
after finishing the game, so be patient!” 

The mention of different playable characters brings up inter- 
esting questions: What happened to the original Shinobi, Joe 
Musashi, and who exactly is this Hotsuma guy? Uriu remains 
cryptic. “There'll be a very long, kind of tragic story included in 
the game,” he hints. “We're trying to avoid the typical ‘seek this shadow Dancer eames, 1990) 


secret item, then take it over to this guy’ kind of story. You'll featured more traditional Shinobi 
Sn 5 see much more complex, interpersonal relationships here.” scat although a few cool inno- 
There will be plenty of hidden areas to find by vations surfaced—the most no- 
stringing together jumps and wall runs. table of which was Musashi’s dog/ 


CONTINUED > 
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SHINOBI 


NINJA PLEASES 


Indeed, it’s clear that Overworks won't be satisfied with recy- 
cling a classic character. Uriu sounds determined to impress 
gamers with a game that he hopes will live up to the legacy of 
the Shinobi series when it ships this November. “Shinobi is 
more than just a fusion of old and new,’ he says. “Our objec- 
tive was to strike a new balance between light and darkness— 
yin and yang—during the game's development. The old Shinobi 
staff is teaming up with a lot of new people with their own 
take on the genre to create a 100 percent purebred Shinobi 
game. The combination of high-speed battle and exciting ath- 
letic action will be like nothing you've played before. After 12 
years of waiting, the true hero has finally returned.” (Gi) 


says designer Takashi Uriu. 


GREAT MOMENTS IN NINJA HISTORY 


Shinobi’s had stiff competition from other self-proclaimed masters of the ninja arts. 
Here are some other notable games to feature ninjas. By Major Mike 


THE NINJAWARRIORS TAITO 


The first NinjaWarriors (1988) title appeared in the 
arcades, and was mainly notable for its wide-screen 
monitor and two-player simultaneous action. Otherwise, 
NW was a traditional side-scroller where you controlled 
robotic ninjas that showed onscreen damage. A sequel/ 
remake of sorts, The NinjaWarriors Again (1994) for the 
Super NES was one of the best—and last—games for 
the 16-bit system. 


NINJA GAIDEN TECMO 

Tecmo’s Ninja Gaiden 

games appeared on the 

| 8-bit NES and helped 

| usher in the era of side- 

| scrolling hack-n-slash 

| action games. The first 

three offerings—Ninja 

| Gaiden (1989), NGII: The 
SS Se = I Dark Sword of Chaos 

(1990), and NGIll: The Ancient Ship of Doom (1991)—were 

notorious for their steep difficulty but are nevertheless con- 

sidered some of the best games of the 8-bit era. Tecmo 

later released a compilation package, Ninja Gaiden Trilogy 

(1995), for the Super NES, and it featured perfect ports of 

all three 8-bit games on one cartridge. 


TEENAGE MUTANT 
: IRTLES KONAMI 
; j] Despite the goofy con- 
| cept behind Teenage 
Mutant Ninja Turtles, 
| most of the games 
| | based on those char- 
acters were excellent. 
TMNT debuted in the 
arcades as a four- 
player-simultaneous 
beat-em-up, where you could choose from four pizza- 
loving, hard-shelled, surfer-dude-talking reptiles each 
skilled with a distinctive weapon. TMNT later made the 
leap to home consoles with The Manhattan Project 
(NES, 1992) and the excellent one-on-one brawl-fest 
Tournament Fighters (Super NES, 1994). 
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NINJA BASEBALL 
BAT MAN TREM 


lrem will always remain 
famous for its excellent 
R-Type space shooters, 
= but Ninja Baseball Bat 
p= Man (1993) was an 
===) odd/crazy/fun action 
=> title that barely made 
it into the arcades. Up 
to two players could 
choose from four “ninjas,” who were armed with bats 
and balls instead of traditional swords and stars. Ninja 
Baseball Bat Man remained true to the side-scrolling 
action formula while putting a light-hearted spin on 
the ninja genre. “Aye-yeah.” 


N . a ADK/SNK 
| Ninja Master’s (1996) 


This one-on-one fighting 
game featured a unique 
lineup of 10 dynamic 
characters—ninjas and 
) samurai alike. One of 
the best features was 

: changing between 
armed and unarmed combat on the fly, something that 
allowed for a seemingly endless variety of combos and 
other specialized attacks. And, yes, the logo was designed 
with incorrect punctuation. 


TENCHU ACTIVISION 


Tenchu (PlayStation, 
1998) was one of the 
first ninja games to 
take the concept of 
stealth seriously. Playing 
as one of two ninjas, 
you'd explore full-3D 
environments while 


Deke 
J avoiding detection. 


Tenchu and its que Birth of the Stealth Assassins 
(PlayStation, 2000), featured intriguing gameplay mech- 
anics, but clumsy angles and clunky graphics marred 
both titles; hopefully the first PlayStation 2 offering, 
Wrath of Heaven (due 2003), won’t have such problems. 


CONTINUED > 


“I know I’m not alone here when | think to myself 
that ninjas can make a game cooler all by themselves,” 


was an overlooked gem. 


sidekick, Yamato, who could be or- 
dered to attack enemies. The bonus 
round was a real hoot: As you fell 
from a tall building, you could earn 
big points by throwing shurikens at 
the ninjas that jumped onscreen. 


SHINOBI ITT: THE RETURN 
OF THE NINJA MASTER SEGA 


The Return of the Ninja Master 
(1993) was the best Shinobi game 
to appear on the Genesis. The game’s 
brilliant graphics were paired with 
a dynamic music score, and new 
gameplay techniques, such as surf- 
boarding and horseback riding, were 
icing on the cake. 


SHINOBI LEGIONS 


Remember the Saturn console sys- 
tem? Remember Vic Tokai? Don’t 
feel bad if you don’t as Shinobi 
Legions (1995) was one of the lesser 
games in the series. The action for- 
mula was unchanged from that of 
previous Shinobi games, but the 
photo-realistic character graphics 
were a big mistake. 
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General Scales has torn apart Join him as he exits his Arwing 


Dinosaur Planet, and now it and enters as hero to save the 
faces total annihilation. It’s : —<a== dinosaurs in his biggest adventure 
Fox McCloud to the rescue. ever. Only for Nintendo GameCube: 


Visit www.esrb.org 
or call 1-800-771-3772 


for more info. 


© 2002 Nintendo. Game by Rare. Rareware logo is a trademark of Rare. ™, ® and the Nintendo GameCube logo are trademarks of Nintendo. © 2002 Nintendo. 


As ONE OF the top—and hist —ninja anchises, Ninja G Gaiden has 
been on hiatus for far too long. At a Microsoft BS press conference, Tecmo 
presented a brief trailer of its upcoming fully 3D Ninja Gaiden, which will 
appear exclusively on the Xbox next spring. So far, few details about the 
game have been revealed; however, Tecmo has stated that the game will 
follow the story line of the Ryu Hayabusa Ninja Gaiden games (his ap- 
“pearance in the Dead or r Alive fighting games will have no bearing on the 
Gaidenseries). 
Past Ninja Gaiden games were notorious for their ramped-up difficulty, _ 
but Tecmo promises this new game will be “accessible to all players." The _ 
EW : footage at E? showed Hayabusa, armed 
with the traditional ninja arsenal of a 
} katana and throwing stars, running through : 
several rooms, hacking up a variety of — 
=, enemy ninjas and monsters. It all looked | 
ry cool, but actual gameplay remains to 
be seen.. : 


oie Published aby vTecme 
“Target release ae RS on 


TENC HU 3: UNLIKE SOME OF the more glamorous ninja depictions, 
Re ATH OF HEAVE, the original Tenchu took the shadowy spy closer to his roots, 
W H N relying more on stealth and judicious use of shurikens and 
niece, a flash bombs. The latest in the series and the first on the FS2 
Developed by K2 hive 


Published by Activision 
al release date: First Quarter 2003 


game and once again put you in the role of f Rikimaru, cane 
with two other playable characters. Together, they will. un- 
ravel the nefarious plans of the mysterious Tenrai who is out» 
to make the country bend under his diabolical rule with the 
help of the six lords of darkness and a countless ninja horde. 

In addition to upgraded visuals, a new Kanji Ninjitsu system 
will reward specific stealth kills by unlocking new moves. 

=~] You'll also be able to pick up enemy weapons and put 

Rikimaru through his paces with an enhanced fighting 
engine. There’s no word yet on the soundtrack, which 
has been a hallmark of the series. 

The original Tenchu developers have moved on to 
| Way of the Samurai, so taking over the reins is K2, 
which is made up of former SNK and Square employ- 
ees. We'll have to wait until early next year to see 
what sneaky tricks x have up their sleeves. 


LAST NINJA 
If you thought Shinobi took 
a long hiatus, just wait until . 
you hear who’s coming back now— 
the forgotten star of the Commo- 
dore 64, the Last Ninja! You once 
again assume the role of Amakuni 


NINJA ASSAULT 

Available now for the Play- 

Station 2, Namco’s Ninja 
Assault is a light-gun shooter that 
supports the ever-popular GunCon 2. 
It’s a lot of shooting and not a lot 
of ninja’ing, but that’s okay. Some- 
times it’s just as much fun to shoot and set out to battle the evil Sho- 
at ninjas as it is to be one. Well, — gun. Watch for it on the Xbox this 
maybe not. ses holiday from Simon & Schuster. 
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Introducing the Network Adaptor for PlayStation.2. 
Reach out and smoke someone. 


Or cross-check, smash, tackle, leg-sweep or ollie over them— even if they’re in another 
time zone. With the Network Adaptor (Ethernet/modem) (for PlayStation.2), just 
about anything is possible. Like downloading new rosters, stadiums and characters. 
Trash-talking opponents you’ve never met. Or, better yet, starting your very own 
East Coast-West Coast sports rivalry. All against live competition, so no two games 
are ever alike. The Network Adaptor for PlayStation 2 is here. Get your game online. 


WHAT YOU GET: 
* The Network Adaptor, which offers both dial-up and broadband connectivity 
* Start-Up Disc with playable demos of Madden NFL” 2003 and Frequency” 


* Video demos of Tribes” Aerial Assault, ATV Offroad Fury” 2 and 
Tony Hawk Pro Skater™ 4 


* Mail-in offer for a FREE copy of Twisted Metal:Black” ONLINE 
* All this for just $39.99 (SRP) 


WHAT YOU NEED TO CONNECT: 

* PlayStation 2 (duh) 

¢ Network Adaptor (obviously) 

* Memory card (SMB for PlayStation 2) with at least 137K of space (that ain’t much) 


* Dial-up or broadband Internet connection (in English: such as cable modem, DSL, 
T1 or just a plain ol’ phone line) 


* Network Adaptor Start-Up Disc to create ISP settings (don’t worry, it’s easy) 


OTHER STUFF: 


¢ The Network Adaptor works with just about any ISP subscriber, including AOL, AT&T 
Worldnet, EarthLink, Prodigy/SBC and Sympatico. Check with your ISP for details. 


These are just a few of the games with online features available this year: 
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AutoModellista” ATV Offroad Fury” 2 Madden NFL" 2003 Tony Hawk Pro Skater” 4 SEALs ~ Frequency 
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CAREERS IN GAMING 


Take T, his 


The only thing better than playing games for a living is 
making them. Wanna try? In GamePro’s special two-part 
report, some of the most successful minds in the biz share 


La 


Part 1 


their secrets on what you'll need to make games for love and profit. By Dan Elektro 


Starting Salary Range: $40,000 to $50,000 

Duties: |n many ways, the designer is the storyteller and idea person, and as 
such, it’s probably the position most people think of when they say they want 
to make games for a living. The designer helps create and refine the game's 
overall vision, and then makes sure the game sticks to that vision from begin- 
ning to end. The designer often writes the story and creates game elements 
like A.l. and level architecture, while making sure the game stays focused and 
lives up to its full potential. As David Jaffe puts it, “My job is to make sure the 
player gets his money’s worth.” 


What was the first major lesson you learned once you 
started working in the industry? 


MP: The game business is a for-profit industry! VWWhen | began my career 
over a decade ago, | thought that designers and programmers could work 
away in a basement until they finished their gaming masterpiece. | painfully 
learned that if you want to stay employed, you need to make games that will 
appeal and sell to a broad audience, and in order to do that, you can’t finish 
the game alone in a basement. You need constant feedback from lots of people, 
and you need to be prepared to make changes based on that feedback. 

CS: There are more details in the average game than most people usually 
think about—details that get taken for granted in the end product, but for 
the people making the game, they’re all-consuming. They have to be thought 
out, properly implemented, checked, and double-checked before the game 
is ready to be shipped. 


DJ: Learning that “game director” and “film director” are different things was 
a major lesson. Even though my title is director, | don’t stand around and shout 
out commands like a film director. | tried that on my first game, and it was a 
disaster. Games is a collaborative art, and while | think it is imperative to have 
one person at the helm to make sure the vision of the game is focused, it is 
sO not about just one person. Don’t get me wrong. | feel totally creatively 
fulfilled in my work and | feel like my personality is all over the games | have 
done, but it is not all me. If you have a good team, you should be able to see 
little bits of every member in the title. 


As the industry 


eee ae 


Associate and Bachelor of Arts degrees in Multimedia; = 


What are some common misconceptions about your job? 
BA: That | live in this mirthful existence where we play games all day and 
dance in a grassy field with shiny gems and coins. The “shiny gems” part is 
absolutely untrue. 


MP: The misconception | most commonly hear is, “It must be nice to sit 
around and play games all day.’ Not us—that’'s what gaming magazine writers 
do! [Editor's Note: Hey!] Actually, we do play a lot of games at work, but in 
reality, we spend most of our time developing our own games. 


CS: The average day at a game development office involves tinkering with the 
guts of the game you’re working on and then playing the game to see how the 
tinkering worked out. That's not to say that we don’t get to play other games, 
but when you're in the middle of a project, there's little time to play through 
a hot new game that has just hit the shelves. On the plus side, you have the 
perfect excuse to buy video games guilt-free. Nobody can claim you're wast- 
ing your money on frivolous gaming purchases because it’s all “research.” 

DJ: \ have no idea what people think about my job. | do hate the game media's 
desire to portray game development teams as nutty, M*A*S*H-style characters 
who have Nerf fights in the office at 2 a.m. and are just crazy, wacky kids. | 
think that’s really obnoxious and disrespectful to the fact that making games is 
hard, creative work. As for other misconceptions, | did hear the other day 
that | lived in a mansion on the beach and | was rich! This, sadly, is not true. 


But you can make a great living in games...at least if you work for a great 


company like Sony. 


What academic focuses would you recommend for some- 
one who wants to have your job someday? 


BA: Since games are becoming increasingly more complex, it would help to 
take classes in the different aspects of game development. Courses in com- 
puter science, computer animation, storytelling, visual layout, interface design, 
and game design would be valuable. Designers must take into account all 
aspects of the game, from animation timing to level layout. 


CS: As a gross generalization, games are one-half art and one-half program- 
ming with designers straddling both halves. | recommend getting your feet 
wet with whatever half of game development you’re not already familiar with. 
You don’t have to master that other half, but you should at least have some 
understanding of it so you can talk with the artists and programmers in broad 
terms before they get to work on the details. Being a designer means being 


grows, more colleges are adding specialized game creation 
courses to their curriculum. Here are just a handful of programs for your 
consideration—call — oe abn schoo! to find out what they offer. 


- DigiPen | Institute of Technology 
Redmond, Washington = 


Associate and Bachelor of Science degrees Srtoigetar : 
Science/Real-Time 2 Interactive | ‘Simulation; Associate of 
e ir ion 


es in Game Design, Interactive Media, ir : 
O n, Digital Vic ( 
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THE 
COOLEST 
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| HARRY POTTER FROM HELL _——— 
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“Two BIG Thumbs Up!” 


' RAT RACE THE FAST AND THE PEARL HARBOR 
TRAINING DAY poy |_| (Special Collectors | (Special Edition SADATOR zen) | FURIOUS (2001) | 2001) (60th Anniv. THE MATRIX 
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A KNIGHT'S TALE 
(Special Edition) 
2648004 


COMEDY 


DUMB AND DUMBER 1374107 


THE ORIGINAL KINGS 
OF COMEDY 


SNATCH (Special Edition) 
ROAD TRIP (Unrated) 
HAPPY GILMORE 

SCARY MOVIE 2 

CLERKS (Collector's Series) 
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JURASSIC PARK III 
(Collector's Edition) 
(Widescreen) 
2652600 


MEET THE PARENTS 
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ENEMY AT THE GATES 
TWISTER (Special Edition) 
RUSH HOUR 

ROMEO MUST DIE 


O BROTHER, 
WHERE ART THOU? 
2617405 


THERE'S SOMETHING 
ABOUT MARY 
(Special Edition) 
2691400 


GOOD WILL HUNTING 
(Collector's Series) 
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PLANET OF THE 
APES (2001) 
(Special Edition) 
2687101 


CAST AWAY 
(Special Edition) 
2687804 


2515104 


2611101 (Special Edition) 


SUSPENSE 
HANNIBAL (Special Edition) 
ALONG CAME A SPIDER 

THE SILENCE OF THE LAMBS 


THE PATRIOT (2000) 
(Special Edition) 
2520302 


CASINO 
1922707 


2659902 
2676906 


X-MEN 2690204 
THE FIFTH ELEMENT 2145506 
JURASSIC PARK (Collector's Ed.) 2513208 
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BLOW (Infinifilm) 2637502 INTERVIEW WITH THE VAMPIRE ALIENS (Special Edition) 2687507 
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FULL METAL JACKET 2637205 THE EXORCIST: Le VERSION (Unrated Director's Cut) 2521805 
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Columbia House DVD Club 
Dept. W01, P.O. Box 1173, Terre Haute, IN 47811-1173 


Ye@S, please enroll me under the terms outlined in this advertisement. As a Columbia 
House member, | need to buy only 4 more DVDs at regular Club prices within the next 
2 years and | then may cancel any time thereafter. 


Send me these 4 
DVDs for 49¢ each 
plus $1.99 each shipping 
and processing (a total of 
$9.92). 


BUY YOUR FIRST SELECTION NOW AND HAVE LESS TO BUY LATER! 


Also send my First Selection for an additional $14.95, 
plus $1.99 shipping and processing, which | am adding to 
my $9.92 payment (total: $26.86). | will receive 5 
DVDs-and then | need to buy only 3 more DVDs (instead 
of 4) in the next 2 years. 


Nitsa = —— 


PLEASE CHECK HOW PAYING: MY CHECK IS ENCLOSED FV6/8VD 
, 
CHARGE MY INTRODUCTORY DVDS AND FUTURE CLUB PURCHASES TO: ERATIVE 
MASTERCARD DINERS CLUB AMEX VISA DISCOVER 
CARD # IN FULL EXP. DATE 
SIGNATURE 
FIRST NAME (PLEASE PRINT) LAST NAME 
ADDRESS 
CITY STATE ZIP 
E-MAIL 
PHONE 


Note: The Columbia House DVD Club reserves the right to request additional information, 
reject any application or cancel any membership. Offer valid for customers in the continen- 
tal United States. Customers from Alaska, Hawaii, Puerto Rico, U.S. Territories, APO and 
FPO addresses and Canada, please write for separate offer. 

Tax added in states where applicable. 

©2002, The Columbia House Company C-OCT02-GP 
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THE BLUES BROTHERS THE GAME 2176709 THE TRANSFORMERS: THE MOVIE 
(Collector's Edition) ——-2233203 = oa éaiiins (Special Collector's Edition) 2399400 
SOUTH PARK: BIGGER, ollector’s Edition | 
LONGER & UNCUT —-2420503 += THE LOST WORLD: JURASSIC PARK FOS RLaK TL DAWN — 
KINGPIN (R-Rated) _-2341105 (Collector's Edition) ____-2513307 ~— (Collector's Series) 2539609 
BLAZING SADDLES 0001206 © ACLOCKWORK ORANGE 2637106 BIG MOMMA'S HOUSE (Special Ed.) 2687705 
SPACEBALLS 0276600 BLADE RUNNER: (Special Edition) : 
BILL & TED'S EXCELLENT TS ee eee... __ Se at dian coat ptt 
ADVENTURE 26692 13 eee Oe ernoe Lay Special Edition) 2605806 
TOMMY BOY 4433903 MAD MAX (Special Edition) 2664704 NOK STOCK ARS ee ee 
HALF BAKED 2223907 STARGATE (Special Edition) 2410702 SMOKING BARRELS 2383503 
BILLY MADISON 1389402 | DESPERADO 1485101 ROUNDERS (1998) 2318707 
FLETCH 0217000 | BATMAN (1989) 0642504 THE BROTHERS 2622702 
THE BONE COLLECTOR 2449700 VARSITYBLUES _—»—s— 2347904 THE BEST MAN (1999) 2438208 
THE SHINING 2637403 TOTAL RECALL (Special Edition) 2627909 Ai most FAMOUS 2562304 
THE DEVIL'S ADVOCATE 2179802 ME, MYSELF &IRENE(SpecialEd.) 2691103  suanGHAI NOON 2537306 
WILD THINGS 2247609 | THE WATERBOY 2321404 

NATIONAL LAMPOON'S 
(Premiere: aati ) 2283307 CHRISTMAS VACATION 0952507 
FINAL DESTINATION 2503407 + NATIONALLAMPOON'S VACATION 0603902 
SCOOBY-DOO'S ORIGINAL BRING IT ON (Collector's Edition) 2545101 
MYSTERIES 2438703 LEGENDS OF THE FALL (Special Ed.) 2519403 


OWN THE BEST DIGITAL AUDIO 
AND VIDEO TECHNOLOGY EVER! 


Build a collection of your favorite movies 
on DVD! Simply choose any 4 DVDs in this 
advertisement for 49¢ each, plus shipping and 
processing, fill out the coupon and mail today. In 
exchange, you simply agree to buy 4 more DVDs 
in the next 2 years at regular Club prices (which 
currently start as low as $19.95, plus shipping 
and processing) and you may cancel your mem- 
bership at any time after doing so. What’s more, 
you can get one more movie for the low price of 
$14.95—and have less to buy later. See com- 
plete details in coupon. 

Money-Saving Bonus Plan. If you continue 
your membership after fulfilling your obligation, 
you'll be eligible for our generous bonus plan. It 
enables you to enjoy more great savings on the 
movies you want—for as long as you decide to 
remain a member! 


Please have your Credit Card ready when 
ordering toll-free 24 hours a day at: 


___1-888-CHC-DVDS __ 
online: Columbiahouse.com 


To ensure you get this 
great offer—use this 
Savings Code when ordering. 


Free Magazine sent about every four 
weeks (up to 13 times a year), reviewing our 
Director’s Selection—plus scores of alternate 
choices, including many lower priced DVDs. And 
you may also receive Special Selection mailings 
up to 4 times a year. (That’s up to 17 buying 
Opportunities a year.) 


Buy only what you want! If you want the 
Director's Selection, do nothing—it will be sent 
automatically. If you prefer an alternate selection, 
additional selections or none at all, just mail the 
response card always provided by the date speci- 
fied. And you'll always have at least 10 days to 
decide; if not, you may return the selection at our 
expense, and we'll credit your account. 


10-Day Trial. We'll send complete membership 
details of the Club’s operation with your introduc- 
tory package. If you’re not satisfied, return every- 
thing within 10 days, at our expense, for a full 
refund and no further obligation. 

Over 2,000 Titles! y, 

If you want a movie 
on DVD that you 
don’t see here, just e 


visit our website. ® 
DVD CLUB 


a bit of a jack of all trades, which allows you to answer a new designer. | 


really unusual questions and solve bizarre problems that look at sample lev- 


the rest of the design team needs a ruling on before 


they can proceed with their work. There are only a 
handful of jobs where you have to be able to imagine 


how a fighting spacecraft operates or how 


: 


elves should dance and then be able 
to explain it to another person. 
Game development is one of them. 

And do yourself a favor: learn to 
touch-type. You'll thank yourself for 
it later, trust me. 


MP: Give yourself a diverse back- 
ground. If you are a programmer, 


study film or the arts. If you 


are a writer or an artist, 
learn to code, at least a 
little bit. 


DJ: \f you look at some of the 
best game designers—like Will 
Wright and Shigeru Miyamoto— 
they are a hell of a lot more well- 
rounded than | am. And | think this shows 
in the games they make. This is not to say, 
“Go be well-rounded.” | hate hearing that 
because if you're into movies, games, and 
comic books and nothing else —and you 
are happy—then why try to change that? 
Trust me...as long as you are passionate 
and disciplined, you can find a way to 
make games. 


Is college a necessity, a really 
good idea, or not required for 
your line of work? 

MP: | didn’t take college seriously, and | 
regret it. There is no other place where 
you can absorb such a diverse amount of 
knowledge in such a short amount of time. 
Get a degree. 


DJ: \t is 100 percent not required. There 
are tons of game editing tools with which 
people can learn the craft well enough to 
get an entry level job in game design. 
And | never care where someone 
went to college or even if they 
went to college when looking for 


The Art Institute of California 
San Francisco, California 
Bachelor of Science in Game Art & Design 


Notes: AlC’s full four-year program starts you with the 
art basics —drawing, illustration, color theory—then 
ratchets the courseload up with stuff like Level Design, 
Low Polygon Modeling and Animation, Interface Design 
for Games, and Interactive Game Prototyping. The 
Bay Area is host to big companies like Sega, Sony, Elec- 
tronic Arts, Konami, and LucasArts, so you’ll be near 
several potential employers upon graduation. Or, you 
can take this course entirely over the Internet—visit 
www.aionline.edu for info. 


— 888/493-3261, www.aicasf.aii.edu 
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game companies. 


in as a designer? 


Palomar College 
San Marcos, California 
Computer Science & Information Systems 


Video Game Specialist Certification 


Notes: Located near San Diego, Palomar may be the 
first community college to offer a game-specific certifi- 
cate. The four-course certification includes two pro- 
gramming courses, and the instructor has several Game 
Boy games to his credit, so he teaches from experience. 
You can’t earn the certificate without creating a game — 
a nice first calling card. 


760/744-1150, www.palomar.edu 


els, design tests we 
give out, etc. How- 
ever, | think going 
to college is great fun 
and will probably open 
your mind to lots of ideas 
for games if you plan to di- 
rect games. If you want to be a 
nuts and bolts implementer of games 
(setting up A.l., building levels, etc.) and 
you don’t want the college experience, 
just jump right in—build levels on the 
PC and start sending them out to 


BA: | would consider college 
to be a really good idea. It also 
helps to play a lot of games and 
even take notes while you play them. 
Analyzing games for what does work and 


MP: Become a game tester, be professional, 
and take your work seriously. Great testers 
have bright futures in game development. 


DJ: Either build a body of work using editors 
that ship with games like Half-Life and Quake, 
or start as a tester (like | did) and work your 


them apart. Understand why they work. 


CS: Every designer | know started as a 
programmer, artist, writer, tester, you 
name it. Once they got their foot 
in the door, they learned every- 
thing they could, looked for 
chances to try new things, and 
when opportunity knocked 
and there was a chance to move 
into design, they were well pre- 
pared. | guess you could say that 
designers aren’t born, they’re 
made. But that would be tacky. 


what doesn’t can be very informative. ant Project: 


What's your advice for breaking 


for the PS2 


way up. Also, play lots of games and take 
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University of Washington 

Bellevue, Washington 

UW Extension/UW Computer Science & Engineering 
Department 


Certificate Program in Game Development 


Notes: Not looking for the commitment or expense of 
a full degree program? The focus of the 30-hour pro- 
gram is PC game programming “with concepts extend- 
able to Xbox (console games).” The course covers 3D 
engines and C++ programming, and introduces anima- 
tion and Al. concepts. Having your own PC is a re- 
quirement. 


800/543-2320, www.outreach.washington. 
edu/extinfo/certprog/gam/gam_gen.asp 
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MAKE YOUR CHOICES, BUILD YOUR CAR, 


Sega is registered in the U.S. Patent and Trademark Office. Sega, the Sega logo, and sega GT 2002 are either registered tr rks or trademarks of Sega Corporation or its affiliates. © WOW ENTERTAINMENT INC / SEGA CORPORATION, 2002. 
www.sega.com U.S. Patent Nos. 5,269,687 and 5,354,202 All manufacturers, cars, names, brands, and associated imagery featured in this game are trademarks and/or copyrighted materials of their respective owners. FORD GT and FORD GT90 are 
registered trademarks owned and licensed by Ford Motor Company. Dolby and the double-D symbol are trademarks of Dolby Laboratories. The ratings icon is a trademark of the Interactive Digital Software Association. Microsoft, Xbox, and the Xbox 
logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. All Rights Reserved. : 
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¢ Over 100 licensed sports cars from yesterday, today, and tomorrow 

¢ Ultra realistic speed generated from original manufacturers' specifications 
¢ GT 2002 Mode - Win races, events, and licenses 

¢ Quick Battle - Go head-to-head and see who has built the best car 

¢ Win races to earn money and trophies - customize your car and your garage 
¢ Time Attack mode, Car Dealerships, Parts Shops, and more! 
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CAREERS 


IN GAMING 


ARTIST 


Starting Salary Range: $35,000 to $45,000 

Duties: If it’s visual, you’re responsible for it. Game artists create the look, 
movement, and animation of all game characters, backgrounds, and objects. 
Painting textures, creating 3D models, calculating the lighting, and formulating 
visual effects are all part of the art department's responsibilities. Art directors 
often oversee a small staff of three to five artists. 


What was the first major lesson you learned once you 
started working in the industry? 


SD: Listen to your game elders! Actually, do more listening than talking for 
your first project. 


CD: | learned how to communicate with people from very different back- 
grounds. Great artwork is only one component of a great game; making a 
game is a highly collaborative process that requires talented people from many 
disciplines. One of the most valuable traits for a game developer is the ability 
to work toward a common vision with a diverse team. 


LL: You better understand the tools thoroughly. You don’t want to tell some- 
one (like a director) that something can’t be done, and then be shown up by 
the guy next to you who bangs the problem out successfully in one day. You 
will instantly look like a know-it-all, who in actuality, doesn’t know much. This 
is a bad position to be in because you will quickly lose credibility. 


What are some common mis- 
conceptions about your job? 


CD: People think that we play video 


games all day. While we're certainly lucky— 
we work in a fun, playful atmosphere — 
making games requires a lot of hard work 
and long hours. 


LL; That you don’t have to know how 
to do the job of all of those under os 
you and that you don’t have to 
solve their problems for them 

when they can’t pull it off. If you 


don’t and if you can’t, then your 


role is probably cooking up a 
classic recipe for mediocrity. 


a= 
2 
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You will also be the target of 


resentment for those who 


have talent who work beneath you. 


SD: That as an art director, | just tell 
everyone else what to do and take all the 
credit for the work. That couldn’t be far- 
ther from the truth. During production, 
| create much of the art assets myself as \ 
well as sit with artists and programmers 

every day, working for hours at a time on 
each element of the game. Every job and 


position in the game industry is grunt work. 


What academic focuses would 
you recommend for someone 

who wants to have your job 
someday? 

LL: The basics are critical. You need to under- 
stand form, which means strong drawing skills. 


\ 


You need to understand design, which means you 
need not only the ability to draw and render solidly 


(in efforts to communicate your intentions to . 


f 
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Chad Dezem 
Senior Artist, 
Insomniac Games 
Past Projects: 
Spyro 2: Ripto’s 
Rage, Spyro: Year 
of the Dragon, Small Soldiers, 


1) he j 


others), but also the cerebral tools 
that a designer needs to solve prob- 


lems. You need to understand lighting, Nightmare Ned 

and also lighting in a 3D virtual world. Current Project: Ratchet & Clank 
All of this means going to a great art Sal DiVit 

or design school, majoring in illustra- 

, Lead Game 

tion, entertainment design, graphic Designer/ 

design, animation, or set design...and | Art Director/ a 

also studying photography and cine- | Animation Director, ji 
matography on the side. Ga aoe 


SD: Make sure you build your tradi- 


tional skills first, meaning you have to 


have a great vision before you can 


create great game assets. Become 


proficient at 3D art tools such as 
Maya and 3D Studio Max, and don’t 
think one package is better than an- 


other—learn them both if you can. 


They are both great and suck equally. 


CD: Computer art or game develop- 
ment courses are fine as long as they 


stress foundation skills in addition to sonar! 
technical education. Software packages and digital techniques come and go, but 
drawing, painting, design, and color theory are the rock-solid basic principles 
of visual communication. 


Is college a necessity, a really good idea, or not required 
for your line of work? 

LL: You should absolutely go to a great art school. It happens that some people 
are able to achieve great skills without going to school, but these are extremely 
rare, hard-working, fanatically driven people. This is not most people. 


CD: \t’s a really good idea. Certainly, there are talented people in every pro- 
fession who manage to teach themselves everything they need to know with- 
\ out attending college. That route can be unnecessarily 

difficult, though, because it usually involves focusing 
beyond day-to-day distractions. 


SD: College is a good idea no matter what. The more 
you know, the better. At the same time, a great body of 
work and experience is what matters the most. If you do 
great work and have a great attitude, you will do well in any 

industry you focus on. 


What's your advice for breaking in as an artist? 

SD: Focus on making your portfolio as impressive as possible. If you do not 
show that you know what looks good and what doesn’t, usually no amount of 
direction will help and employers will pass. Know your tools well, and make 
sure you find out as much about your tool as you can, even though it may not 
be related to what your current focus is. Play with different features; it some- 
times reveals ways of making the asset creation process better and faster. 


CD: My best advice is to practice the basics. There’s no substitute for a port- 
folio that demonstrates an understanding of drawing, color, and design. Often, 
a beautiful sketchbook will open as many doors as a flashy digital reel. 


LL: Build an incredible portfolio of work that is geared toward the type of job 
you want to have. Don’t show up with life drawings if you want to work on 
futurist type material. Your abilities are demonstrated in your work, so your 

work needs to demonstrate that you're a serious problem solver and that 
you understand the basics of design, lighting, animation, etc. A lot of guys 
can draw, but there are a lot less who can actually design well. 


CONTINUED 
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CAREERS 


IN GAMING 


PRODUCER 


Ted Price 
President/CEO/ 


Starting Salary Range: $50,000 to $60,000 

Duties: Producers crack the whip a little and pay the bill a lot. It’s the producer 
who has to bring the game in under budget, as well as make sure all the various 
departments peacefully coexist. Producers often make contributions to the 
game's design, but they’re more focused on scheduling, budgeting, personnel 
management, and making sure the publisher/developer ties are strong. 


What was the first major lesson you learned once you 
started working in the industry? 


FD: There is a ton of responsibility—not only to your job, but also to the 
gamers out there. You need to make sure all of the work gets finished. And 
problems don’t just go away. You really want to be known as a “problem 
solver” or “‘a fire fighter-’ 


TP: Once you’ve created an initial budget and schedule that you think are 
realistic, multiply both by |.5. Something will always go wrong to create budget 
overruns and/or throw the schedule off. Therefore, plan for the worst—give 
yourself more time than you think you need, and ask for more money than 
you think you can use. 


JS: Take ownership, and don’t make excuses. Working for a small developer 
that existed month to month on advances was an eye opener. If a milestone 
wasn't made, the company didn’t get paid, and in turn, | didn’t make my rent 
or car payments. Being the sole person on a project is a great way to be 
thrown into the fire. There aren't really any good excuses these days. Deliver 
and you won't have to make any. 


What are some common misconceptions about your job? 
TP: That producers make an occasional schedule or budget, but most of the 
time they’re having expensive lunches or playing golf while everyone else is 
working. The ultimate responsibility for the project rests with the producer, 
so most of them have ulcers, thinning hair, anemic social lives, and other 
stress-induced problems. 


FD: We play games all day! Well we do, but it’s called work. Try playing the 
level | of your game, finishing it, and then restarting level | and tuning it 
all day until it is perfect. You also have design meetings and many other 
responsibilities. 


What academic focuses would you recommend for some- 
one who wants to have your job someday? 

TP: Learn to write and speak well. Communication, both written and spoken, 
is essential for this job. Most liberal arts courses are good for this—English, 
philosophy, history, political science, etc. Business courses are also helpful; if 
you're going to be responsible for millions of a publisher's dollars, you’d better 
not spend them frivolously. And because you have to work with different disci- 
plines within the development world, some experience with programming, art, 
or animation doesn’t hurt. 


JS: I'd suggest an eclectic background of business, 


management, communication, and a strong 
base of game knowledge (something you 
won't learn in school). Don’t jump into 
games for the wrong reasons (money, 
for example). Only do it if you really 
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Producer, Insomniac 
Games 

Past Projects: 

Disruptor, Spyro the Dragon 


Current Project: Ratchet & Clank 


John 
Schappert 

Vice President/ 
Studio General 
Manager, Electronic 


want to. There are many industries that 
are less demanding and “easier” to work 
in, so pick one of those if you’re not 
going to be fully committed. 


FD: \f you want to be a producer, 
make sure you have a wide range of 
interests and skills. Graphic arts is 
important (drawing, painting, and film) 
as is understanding the basics of what 
the machine you are working with can 
do. You don’t want to find yourself in 
a situation where you cannot make art 


for the game you are working on. 


Is college a necessity, a really 
good idea, or not required 
for your line of work? 

JS: \'d say it completely depends on 


the individual. Some people learn a 
whole lot in school, while others learn 
mostly on their own. If you’re not a 
solo learner, then you should definitely 


focus on college. However, if you’re a 
self-taught person, then your experience (coding demos at home, creating 
rendered sequences at home, composing a score, etc.) should speak for itself. 


TP: A solid college experience can provide opportunities to work with teams, 
develop leadership skills, and improve analytical abilities that come in handy 
during production. Of course, you don’t need college to get these things — 
real-life experience in any industry can be just as valuable and applicable. 
College is just a much more fun place to work on this stuff... 


FD: College is very helpful. | didn’t go myself but was lucky. | wouldn’t rec- 
ommend that anyone try the route | took. If you have the shot to go to 
college, do it, and get on an intern program to work at your nearest gaming 
company. The real-world experience will help immensely. 


What's your advice for breaking in as a producer? 

TP: Work at a developer as a tester, a designer, an artist, a programmer— 
anything that will give you an opportunity to see the development process 
from the inside. Ship a couple of projects before you even consider looking 
for a job as a producer. It’s pretty tough to jump right in unless you have a 
thorough understanding of how all of the pieces work together. The reason 
| can say this is because | wish | had taken that road. 


FD: Be sure to have a broad range of gaming experiences. Don’t just focus 
on one type of game. Nine times out of 10, you won’t be working on that 
type of game. Also, make sure when you are playing a game that you not 
only look at the graphics, but also really understand how the gameplay works. 
Graphics only grab the gamer in the beginning; the rest is all gameplay. 


JS: Put forth some effort and you should have no problem landing a job, 
which could turn out to be a wonderful career. However, the effort needs to 
be there; don’t expect someone to find you. If you're in college, rather than 
take the summer off and spend time at the beach, spend a little time making 
your own programming demo or rendered demo; your home PC is capable 
of doing just about anything these days—it’s just how much effort and 
time you devote to it. 


Programmer, Sound Designer, 
Game Tester, and more! 
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Real World Education 


School of: 
e Game Design and 


Development 
¢ Computer Animation 
¢ Digital Media 
¢ Film 
° Audio 
¢ Show Production 


800.226.7625 


www.fullsail.com 


¢ Financial aid available 
to those who qualify. 
¢ Job placement assistance. 
° Accredited college, ACCSCT. 


3300 University Boulevard 
Winter Park, FL 32792 


©2002 Full Sail, inc. All rights’ reserved. The terms 
“Full Sail,” “Full Sail Real World Education,” and 
the Full Sail logo are either registered service 
marks or service marks of Full Sail, Inc. 
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You gotta love this job. 


© 2002 Electronic Arts Inc. Electronic Arts, EA SPORTS, the EA SPORTS logo, John Madden Football, and If it's in the Game, It's in the Game are trademarks or registered trademarks of Electronic Arts Inc. in the 
U.S. and/or other countries. All rights reserved. © ». Team names and logos are trademarks of the teams indicated. All other (NFL-related marks) are trademarks of the National Football 
League. Officially licensed product of PLAYERS INC U logo Is registered trademark of the NFL players. www.nflplayers.com © 2002 PLAYERS INC. TM, ®, and the Nintendo GameCube logo are 
trademarks of Nintendo. “PlayStation” and the “PS* Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks 


of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. All other trademarks are the property of their respective owners. EA < ‘is an Electronic Arts™ brand. 


Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 
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Where the players play. NIADDEN Meet the ultimate judge. 
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Recommended I MAY HAVE taken a few 
Syatein Specs years for Blizzard’s latest 


Windows 98/ME/ installment in the 
2000/KP WarCraft series to 
Pentium 111 600 surface, but it’s been — 
more than worth the 
wait. WarCraft Ill: 
Reign of Chaos is great! 


BY TOKYO DRIFTER : 
FUN | 
4 ™ Developed and published by Blizzard APES _ OD _ CONTI SALTOR 


$59.99 RTS 


Available now | player 


256 MB RAM 
700 MB on HD 


Ores, Night Elves, 
And Undead—Oh My 
WarCraft veterans will have no trouble adjusting to the different ways each race 
handles. You start off playing as the humans, then continue the campaigns of the 
Undead, the Orcs, and finally the Night Elves. Anyone who has played Blizzard's sci-fi 
RTS StarCraft can attest to the fact that it’s a brilliant way to tell a story from 
different viewpoints. The conflict between the Humans and the Orcs is once again 
reaching a boiling point, but heres a new threat on the horizon: The Undead are 
spreading a plague that is dev vaste meng He country, but ; don’t seem to be acting 


SSRN TRU pAaeNeaeR aenieRNR RT 


stop whatever has sone awry. The epic story line contin 
ulating hands of the Burning Legion are finally revealed. 


To Battle! 

Once the action gets rolling, you run the gamut from the usual resource gathering : 

and survival missions to razing whole towns or search and rescue sorties. It all fits =| if Sail be oe aashe 5 
into the story nicely, and the degree of difficulty can vary wildly ee Fe oe) ‘ray 


even in the early missions. at 

Long months of beta testing have proved fruitful as the multi- pPETIP: Keep an eye on your hero's experience- 
player aspect of WarCraft Ill is immensely addictive. The addition you want to use new skills as soon as possible. 

bok of hero characters who gain experience and cast special spells or other 

combat-related powers works just fine. Building up your character during the 

‘ 1) single-player game feels pointless sometimes, but it means a world of difference 
‘ in a multiplayer skirmish. Planning your offense and defense around the heroes 

adds many more tactical possibilities than ever before. 


ay, and a long shelf 
9 PC strategy fans. 


:'* 


a ee 


PROTIP: Certain inves } are 2 filled with PROTIP: Any tower-like dabei PROTIP: Taking advantage of al PROTIP: Paarac Caley of struc- 

airborne creatures, so be sure you have _ structure should be grouped in threes mana and health wells is key for some __tures that can produce both units and 

units that can combat these threats. for maximum effectiveness. campaigns, as is taking advantage of —_—s research upgrades so you don't waste 
the cover of night. valuable time. 


GRAPHICS 4.5 [if SOUND 5.0 B® CONTROL 5.0 @ FUN FACTOR 5.0 


The switch to polygonal characters and Great atmospheric tunes haunt the The game controls exactly as you'd ex- It’s rare for an RTS's single-player mode to 
environments doesn’t look as cool as it game. The topnotch voice-acting adds pect an RTS to play with some twists like be just as good as its multiplayer counter- 
could, but the fantastic animations more high drama and weight to an otherwise the Upkeep system and hero characters. part, but WarCraft Ill manages to do it all. 
than make up for it. generic story. The hero characters add zest to the pro- A few more frills in the graphics would 
ceedings, but they’re more useful and fun have been great, but that’s nitpicking. 
in the multiplayer modes. | 
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Heart-pounding, cinematic-quality, real-time graphics. 
Feel the rush as you decimate swarming enemy masses! 
The visual and sound effects of these tremendous battles push Xbox™ to the limit! 


A new and improved "Group Control Engine" puts more than 1,000 enemies in your sights at once! 
Watch as these enemies of unknown origin morph before your very eyes! 


A special sonar enemy detection system and Dolby Digital 5.1ch Surround Sound 


bring excitement from all angles! pia 


ESRB DIGITAL 


Crimson Sea is a trademark of KOE! Corporation and KOE! Co., Ltd. ©2002 KOEI Co., Ltd. All rights reserved. Microsoft, Xbox and the Xbox. Logos are either registered ; 
trademarks or trademarks of Microsoft Corporation in the U.S. and / or in other countries and are used under license from Microsoft. Dolby is a trademark of Dolby Laboratories. 


BY D-PAD DESTROYER 


= Developed by The Creative Assembly 
= Published by Activision 
= Target release date: September 


Winpows 95/98 


SHOGUN: TOTAL WAR was 
vastly heralded as one of the greats of recent strategy games, 
and Medieval: Total War hopes to do it one better. Instead of 
the art of Asian warfare, this time you'll have to learn the ins 
and outs of down and dirty Medieval tactics, including open- 
field warfare and castle sieges. You'll be given large armies of 
spearmen, knights, archers, and more, and you'll lead them 

| ) into battles on a huge 
scale——as many as 
10,000 troops can be 
in a battle at once. To 
be successful, you'll 
have to master tactics 
like ambushes, flanking maneuvers, feints, 
and formations; using everything at your 
disposal to win will be essential for victory. 
The preview version showed 
slightly skittery graphics, but the 
battle system seemed tight and 
easy to learn. You'll give orders 
to units and attack enemies with 
mere clicks of your mouse, and 
a deep system of hotkeys will 
further improve your efficiency. 
Hardcore wargamers should 
keep their eyes on Medieval: 


a Total War. G 


BY D-PAD DESTROYER 


@ Developed by Firefly Studios 
we/7) Published by Gathering of Developers 
IN THE ORIGINAL Stronghold, you were ee m Target release date: September 


placed in charge of building a castle and de- 
fending it against your land-hungry enemies. This time, in Stronghold: Crusader, you'll have a higher purpose: You must 
either conquer the Holy Land for England or defend your Arabian home from the Infidel. 

Based on the Crusades led by England in the Middle Ages, Crusader will feature a host of new units and strategies that 
should give old-time Stronghold players some fresh tactics to discover. You'll be able to play as the Arabians, complete with 
units like the slingbearers, the torch-bearing slave armies, and the shadowy assassins. Fire and water will have expanded roles 

ree in this game as a well-set fire can lay waste to entire 
settlements or bake a powerful knight in his armor. 
A brand-new Skirmish mode will enable bloodthirsty 
players to set up a short game against skilled com- 

s—_ puter opponents, 
and a Freebuild 
mode will let more 
peaceful gamers 
build their own 
castle in peace. 


Winvoows 95/98 
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AT THE END of the Third Crusade, reality tore open briefly to allow evil 

spirits to enter our world. In the European alternate-history setting of Lion- 
heart, you'll play as a descendant of King Richard the Lionhearted, leader 
of the Third Crusade, as you make your life in a medieval world in which 
demons and monsters really do exist. The game's setting will parallel the his- 
—————_ tory of our world, but 


tee ante ‘ 
i sa panaa SeRc a e 


in the world of Lion- 
heart, magic has infused 
the population, creat- 
ing four distinct human 
races and granting mys- 
tical powers to the 
world’s creatures. 
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IETCONG IS A tactically 
minded first-person shooter 
based in the jungles of the Vietnam 
War. You'll lead as many as six soldiers 
through intense combat that will bring 
to life the chaos and uncertainty of the 
War. You'll use 25 real-world weapons 
and be able to call in air strikes or 
stage ambushes on enemy targets, but 
the real secret to success will be keep- 
ing a level head under intense stress. 
Multiplayer action will feature the abil- 
ity to take on the role of either the 
U.S. Special Forces or the Vietcong to 
battle over special environments made 
specifically for tactical first-person- 
shooter combat. (Gr 


N Ris—E oF NATIONS, you'll 
control one of 18 civilizations, rang- 


ing from the Aztecs to the Americans, each with their own signature units 

and special abilities. A clearly defined national border will show you where 
your influence ends, but you'll be able to establish new cities and towns 
to expand your lands. Multiplayer games will enable you to go from the 
Stone Age to modern times quickly. Rise of Nations’ motto is “History 

on your lunch hour,’ so the action should be both fast-paced [fF 7) ee 
and strategically sound. & ane i 
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BY DUNJIN MASTER 


® Developed by Reflexive Entertainment 
= Published by Black Isle Studios 


= Target release date: 
Fourth Quarter 2002 
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BY D-PAD DESTROYER 


® Developed by Illusion Softworks 
= Published by Gathering of Developers 
= Target release date: Fall 2002 


Winvows 95/98 


BY DUNJIN MASTER 


= Developed by Big Huge Games 
= Published by Microsoft 
= Target release date: Spring 2003 


Winoows 95/98 
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Take the throttle of the world’s. \ :« 
most dangerous attach chopper ce _- fit 
through hyper-intense nonstop ~ 
action with FIREBLADE’ Deploy 

Stealth tactics and annihilate the 
enemy in real-world locales. 


‘tet he 
oF 


Flex your military muscle! Here's how: 

e log onto www. winfireblade.midway.c 

¢ Click on the FIREBLADE™ icon 

¢ Check out the official rules and entry : 
i 


| CONTENT RATED BY 
esr ee 


instructions 
¢ Complete the online registration form 
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Witness the explosive action of Fire Blade firsthand at: f / f e b / Q d of Mm / d Wa YU a 0 Mm 


Blood and Gore | 


Violence 


PlayStationee CGD MIDWAY 


Fireblade® 2002 Midway Amusement Games, LLC. All rights reserved. Fireblade®, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Distributed under license by Midway Home Entertainment Inc. ©2002 Roadrunner Records. 
Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. “PlayStation” and the "PS" Family logo are registered trademarks and DUAL- 


SHOCK is a registered trademark of Sony Computer Entertainment Inc. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. Fireblade® is a registered trademark of Midway Amusement Games LLC. Midway Amusement Games LLC neither sponsors 
nor endorses this sweepstakes. 


NINTENDO 
GAMECUBE. 


Contest ends October 31, 2002. No Purchase Necessary. Void where prohibited. A copy of the Official Rules is available at www.winfireblade.midway.com Sony Computer Entertainment America and Nintendo take no responsibility for this offer. 
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Developed and published by Konami 


Target release date: September SAS SON ONE 


ye) ae ee ee ae 


tt Livint Armeoz 


Juste 


F off sone teason,—thinas 
idak abit dif ferent. than 


& 


they cid befGire. 


r) 


es, 


: o My ae a J| j 
Pai Pate. BY } > * doa he » . ice 8 b f aT = ad 


e 


“ 6Bis Skeleton 717 


BY D] DINOBOT 


=™ Developed by Amaze Entertainment ba ae: ™ Developed by Vision Works 
™ Published by EA Games : A 4 = Published by Kemco 
™ Target release date: November eal ‘ Gt) = Target release date: August 
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¢ The most popular videogame ever created is back 
with a new look and variations, 


¢ Exciting challenges await you with 6 


variations of 
Tetris in Story Mode and Arcade Mode, including the all 
new Hot-Line Tetris, Cascade Tetris and Fusion Tetris. 


oved it then, you'll love it even 


Clearing lines and reaching goal 


_ © Enjoy Tetris Worlds together when up to four people 


‘more now. 


_ * Lush 3D worlds evolve and animate as a reward for 


‘See what each 


play to see who is the best. cs 


. ~ (lwo players only on Game Boy" Advance) 2 
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Se ane eae — He eg PR S64 Developed by Flagship 
f ca Lan | ——— ah = Published by Nintendo 
= Target release date: December 
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BY FENNEC FOX 


= Developed by Camelot Softwar 
= Published by Nintendo 


: <a Maree ee. i . ie Sa «6 Target release date: 
Mi Mavis nig ; sd igre I First Quarter 2003 
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= Developed by Mobius Entertainment 
= Published by BAM! Entertainment 
@ Target release date: October 
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Developed by GRAPHICS SOUND __CONTROL __ FACTOR 


NE worD: Wow. Street Fighter Alpha 3 looks and plays great on the Shera niened 


Wh Published by Capcom a 
Game Boy Advance with very few compromises made for the handheld. rae st & $29.99 Fighting = | 
-— Available October 2 players . 


The third prequel in the Street Fighter series, SFA3 really shows 
off what the.GBA can do in 2D. The animation looks great, and 
the speed of the game is blinding——what's slowdown? Some of 
H's | mm the backgrounds didn’t 
make the jump to the 
small screen, but that’s better than 
cutting characters or frames of anima- 
tion. A stunning 33 fighters appear here, complete with Alpha 3’s 
@ “-ism" system of super moves (users select which SF method 3 
ISNED T SQUARE.5SOFT they personally prefer). All four buttons are used in combina- frye ue) ‘ i z = r EET Ls 
tions to pull off the six main attacks. When the left hand has to 
carry both directionals and punch duties, it’s often uncomfort- 
able, if not painful. However, the control mechanics themselves 
respond easily with practice. 
An amazing new adventure from the creators of FINAL FANTASY. While the music arrangements are impressive, the fidelity is limited, so it 
comes out kinda bloop-heavy—it’s acceptable, considering the hardware. 
You'll hear lo-fi voice samples from the fighters during a brawl, but the an- 


& oe Meee) §=NouNcer is gone (you wont miss his goofy “Beam ’em up, guy!” intros). 


There was really no reason to expect that Street Fighter Alpha 3 would turn aaa a 


ay rim ~ el 


out this good——maybe as good as the Super SFIl port, but players probably 
expected less here. Instead, with quality gameplay, impressive graphics, five 
play modes, and a two-player link, SFA3 exceeds expectations, making it an 
absolute must-own for 2D fighting fans. “J 


BY STAR DINGO 
PF Ty ss. FUN 
ONE DAY, WHEN Mega Man Zero dies and goes to Developed and published by TGR GRAPHICS SOUND ___ CONTROL ___FACTOR 
Capcom 
$29.99 Action 


Available now | player 


Reploid Heaven, it won't be remembered for all the 
weird ingprovements and odd twists it put on the usual 
Mega Man antics...it will be remembered 

for being REALLY FREAKING HARD. __~ 


Zero Tolerance 

Mega Man Zero puts you in the role of Zero, lightsaber-wielding compatriot of X 
(the series’ usual star), though the differences hardly end there. The game's 
strange new structure has you taking on a series of missions for a Robot Resis- 


tance league, returning to a pseudo-RPG-ish hub city in between each one. Your 
continues are very limited, you don’t necessarily have to beat a mission in order 
to advance to the next one, and how well (or how heinously) you do in a mis- 
sion affects your “Reputation” score. There are also a hundred or so equippable 
Cyber Elyes—power-ups with proper names—that you gather from felled foes. 
How all this new stuff fits together, however, is a bit esoteric, and the game's 


PROTIP: If it seems like you're not 
doing. any damage to a boss, try re- 
moving your current elemental chip; 
it coula be Immune to that element. 


configuration is inherently frustrating——the whole “You only get one shot at it, kid” aspect of the 


missions seems extra evil when you're trying to decrypt the bosses’ complex, difficult patterns. 


Super Robots Make Horrible Housepets 


While the enhancements are notable, the stuff that’s missing is 


equally notable, especially the MIA rock-paper-scissors-dynamite- 


spoon method of beating bosses and collecting their weapons. And 


= 


while the controls and sounds are built in the same sturdy, straight- 


. 


” 
* : 


fhew 
“ 


| @ bizarre techno-flair. 


up Mega Man fashion you're used to, the levels lack the series’ usual 


Sy ee : While Mega Man Zero is a big, solid-playing game and Capcom 


GLAD UE gets big points for trying something different (and not just porting 


OTIP: Don't try to get In front of this Mech» over some lesser-played PlayStation Mega Man X title), the odd, new design blueprint makes Zero 


aniloid boss; just destroy the three sections on 
the back that eject weapons and enemies. 
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[Buster Shot Skill MAX! 
PROTIM: Repeatedly attack these 
regenerating towers in the first mis- 


sion to level up your saber and shot 
power to at least Level 4. 


PROTIP: Try not to kill these two 
mini-bosses in Neo Arcadia while 
they re over a pit; otherwise, the 
Cyber Elf they carry will fall onto 
Spikes and be unattainable. 


markedly less accessible than X. Hopefully, the Version 2 model will be a little more user-friendly. @ 
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You never know who you will run into next. 
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www.kingdomhearts.com § Published by Square Electronic Arts L.L.C. EVERYONE 

© 2002 Disney. Tarzan™ Owned by Edgar Rice Burroughs. Inc. and Used by Permission. ® 
Copyright © 2002 Edgar Rice Burroughs, inc. and Disney Enterprises, Inc. All Rights Reserved. 
Developed by SQUARESOFT. V | 0 | ence 

s © 2002 SQUARE CO. LTD. Ail Rights Reserved. Character designs: © 1997 Square Co.. Ltd. 

[>| ayS ta tl O Ne C All Rights Reserved. FINAL FANTASY and the SQUARESOFT iogo are registered trademarks of 
Square Co., Lid. “PlayStation” and the “PS” Family jogo are registered trademarks of Sony Computer 
Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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Seek the Light 
, US Embrace the Dark 


Enter the Enclave and experience hardcore 


close quarter combat at its bloodiest in a 
mesmerizing visual adventure 
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MATURE 


Blood : : 
Violence " 3 - Nf 
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©2002 Vivendi Universal Games. All rights reserved. ©2062 Conspiracy Entertainment Corp: ©2002 Starbreeze Studios ABAicensed. by Swing! Entertainment Media AG. The ratings icon is a trademark of the Interactive 
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Who needs nine lives 


Rewind time to throw the Hit fast-forward to tackle Slam on pause 
world in reverse and uncover challenges that require you to be shots at frozen 
secret areas. quick on your paws. crystals without 
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when you can control time? 


to take free Record yourself during wild Go slo-mo to make everyone seem 
enemies or grab adventures, then replay for like they’re stuck in mud as you and 
any hassle. twice the Blinx™ action. “The Time Sweeper™”do damage. 


www.blinxthegame.com 


All 15 pro skaters from years past will return for Tony Hawk's Pro Skater 4, 
including fan-favorite Bob Burnquist, who skipped Tony Hawk’s Pro Skater 3 
to take part in ESPN X Games Skateboarding. Create-a-skater will be back, 
and no doubt there will be some secret riders as well. 

While the game will feature a few new moves—spine transfers and 
skitching were already implemented in the beta versions—the big changes 
this time around will be structural. The traditional, repetitious career mode 
is gone; instead of going through each level and accomplishing the same goals 
with each skater, each level will contain between |5 and 20 goals, which can 
be completed with any rider you choose and in any order. Each skater will 
progress through amateur goals until they reach pro status; at that point, 
a whole new slate of challenges will be unlocked, including a personalized 
“capstone goal” based on an important event from that skater’s life. Some 
challenges will unlock new world objects like ramps and pipes, which you'll 
be able to turn on and off per your preference. 
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= Developed by Neversoft 
= Published by Activision 
= Target release date: November 


PLAYSTATION 2 GameCuBe 
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Tony Hawk's Pro Skater has been the big fish of skateboarding video games 
for three years. Will the fourth game add depth, or is Tony treading water! 


e 


Career mode will start out as 

a free skate and will only turn 

into something goal-oriented 

when you feel like it. Skate up 

to someone with an arrow over 

his or her head, and they'll give 

you a challenge —a points mile- 

stone, icon collection, or some- 

thing specific to the environment, like saving a sign painter from a 
deadly shark (you read that right). If you can’t complete a goal, go try 
something else and come back later. Even in the preview builds, the 
new method opened up the single-player game dramatically—and 
of course, Tony Hawk’s Pro Skater 4 will support multiplayer online 
games like its predecessor, too. 


Even with a new engine powering the game and larger, more detailed 
levels, these screens may not look dramatically different from Tony 
Hawk's Pro Skater 3. However, the changes should become obvious 
when you play it yourself in November. 
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= Developed by Volition 


R - ti y a Dea - a PLAYSTATION 2 
| @ Target release date: October 
ed Faction faa = Target release date HANDS-ON 
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Five years have passed since the Mars rebellion; 
Red Faction 2 begins on Earth as you (a demoli- 
tions expert named Alias) and your team set out 
to assassinate the Stalin-like leader of the oppres- 
sive Commonwealth, Chancellor Victor Sopot. 

In the FPS realm, destructible environments are 
to Red Faction what destructible human bodies 
are to Soldier of Fortune. One of the few com- 
plaints about the original Red Faction was that 
while the innovative “blow-holes-in-anything-in-the- 
environment” Geo-Mod engine was great in theory, 
the game’s definition of “anything” seemed a bit 
selective. In RF2, however, the Geo-Mod will be 
used to a grander effect, and the gunfights in the 
demo brought on a virtual monsoon of debris; one 
especially excellent sequence had you blowing through 
a maze of cubicles to avoid a potent stationary gun's fire. 


 sthankbe ta Ve ~~ vet 
in Red Factic ion 2, thanks to Volition s im 


Squad dynamics will play a big role 


proved ally and enemy Al. 


Anite great addition is that you'll now able to arm seca with two sepa- 
rate guns and fire them independently—L| for one, RI for the other. The 
scheme felt ridiculously right in practice—and shooting with your left hand 
while your right hand reloaded was actually even cooler than it sounds; time | i , : , » 
things correctly, and the stream of bullets need never stop. i ed - - i an aa i — wan Oe ay 
RF2 will also bring squad A.I. to the 3 ~~ — 

Faction’s asset list, and each of your 
five nanotech-enhanced team members 
will have his or her own unique combat per- 
sonality. Enemy A.l. will be squad-based, too, 
trained to react to the loss of a group member 
and designed to think a level beyond simply 
ducking behind crates for cover. 
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While RF2’s graphics in an ant build were definitely a clean, fast step above 
the original’s, it will be hard to play RF2 without thinking about Halo or 
Doom Ill—stacked next to these, RF2 proves that the PS2 isn’t exactly the 
graphical power player that it used to be. It’s likely that Volition’s second 
revolution will make more of an impact with its function than with its flash. 


ie J getting Ovauaees Qetting 
away! 


GAMEPRO OCTOBER 2002 | —WWWWLGAMEPRO.COM LETTERS@GAMEPRO.COM 


NE AIS 
previews aaa 
= Developed by Terminal Reality 
= Published by Majesco 


BloodRayne : 4 = Target release date: October 


THE LATEST, 70 percent-complete Xbox build of Majesco’s 
ultra bloody comic book-style third-person slaughterfest, Blood- 
Rayne, showed definite improvement over the previous E? build, 
and it revealed a bit more about what naughty, half-vampire 
agent BloodRayne would be up against. For starters, how about 
gun-toting Nazis trying to dig up an ancient demon; hordes of 
horrifically overgrown spiders billowing from monstrous birthing 
sacs; and gruesome floating head parasites that knock off your 
noggin, stick their tail down your spinal cord, and take control 
of your flailing body? 

BloodRayne's coolest feature was her arsenal of vampiric 
powers. These included a sniper scope—style zoom vision, Predator- 
like Aura Sight (which enabled her to sense life forces and locate important 
objects), and an especially impressive Max Payne—style ability to slow down 
time to a crawl cantante you to realy see just how much care and detail was 
: put into each and every 
death and dismember- 
ment). The only problem 
was the controls: While 
the Halo-inspired scheme 
showed improvement over the previous build, BloodRayne still 
felt sort of weightless, and her jumping skills were erratic. Whether 
that’s part of her preternatural nature (or more due to an aber- 
ration of the human programmer sort) won’t be determinable 
‘til this half-vampire’s game becomes whole. 43 
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Note: All screens shown here are from the Xbox version. 


TO SURVIVE, YOU MUST CHANGE INTO A WARRIOR. 
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Developed by Inevitable Entertainment 
Published by Sierra 


Tribes Aerial Assault Gs = torzee release date: October 


SIERRA MAY BE aconsole newbie, but the company is leveraging its vast 
PC multiplayer experience for Tribes Aerial Assault, its first PS2 online game. — 
Up to 16 players will be able to play TAA at once, and since the various game 
modes will stress strategy and tactics over random chaos, the developers 
liken it more to a team sport than a traditional deathmatch. Then again, any 
time you arm gamers with laser rifles, jet packs, and rocket launchers, there’s 
going to be some carnage. No Net connection? You can still enjoy the single- 
player campaign or play against bots with a friend in 
a split-screen showdown. 

The one potential drawback will be the lack of 
player communication. There won't be voice or text 
chat support, so if TAA can be considered a team 
sport, imagine the quarterback never being able to 
huddle or even call audibles. The network code itself 
worked fine in a multiplayer LAN demo—the action 
was fast, furious, and fun. Then again, the GamePro 
editors were able to scream between offices while 
playing. We'll see how online gamers handle radio 
silence when the game ships this October. 
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Pe . 
Sega GT 2002 " s\ Developed by Wow Entertainment 


Published by Sega 
IF YOU PLAYED the original - Target release date: September 


Sega GT, it won't be a newsflash 
to hear that this sequel so unabashedly clones Sony’s renowned series that it should be called “SeGran 
Turismo.” That said, Sega GT 2002 looks primed to deliver a solid take on that now-classic racing-sim 

formula. You'll choose from 120 cars from manufacturers like Toyota, Nissan, Dodge, Lotus, Alfa Romeo, 
and many more; stock a garage; take license tests; and accumulate cash in a slew of racing series. Of “Saague?” 

course, single arcade races will be available, but the original’s custom-car builder will sadly be absent. The Chronicle 
mode will provide an engaging twist, though, putting 


tap 1/2 Bry a 7 you behind the wheel of classic rides ranging from 
ae Tt age Ao is nee the 1970 Corvette Stingray to the 1961 Jaguar E 
Rg ‘ 1 es Type. When the race begins, everything will be in 


~-->s es 


black and white, then slowly fade into color—cool! 
In the preview version, the cars handled well 
though a bit stiffly—the feel was very reminiscent 
of the original game’s. The graphics looked respect- 
able but not amazing, while the |2 tracks provided 
a decent amount of variety. If you’re dying for Gran 
Turismo-style action on the Xbox, Sega GT 2002 
should fit the bill nicely. J 
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= Developed by Pandemic Studios 
= Published by LucasArts 
= Target release date: November 


PLAYSTATION 2 GameCusBe 


HE PREVIEW BUILD of Star Wars: The Clone Wars (the successor, of sorts, & 
to 2001’s Rogue Leader) showcased both LucasArts’ formidable game design tal- © 
ents and the GameCube’s pristine graphics. Even with its insanely hard levels, The 
Clone Wars preview version proved to be the kind of deeply habit-forming experi- 4 
ence you've come to expect from the franchise, offering prosaic missions (destroy 
the orbital gun, defend the landing platform) coupled with gorgeous settings and 
irresistible gameplay. The controls were responsive and the graphics flawless, with- 
out stuttering or dropping frames. 

The Clone Wars was inspired by the events of Episode II, but will offer the 
player more opportunities to explore the vivid Star Wars universe, including such 
locations as Geognosis, Raxus, Thule, Rhen Var, and the much anticipated Wookie 
home planet of Kashyyyk. Several multiplayer modes, such as Duel, King of the Hill, 
and Conquest, will ensure hours of replay value for up to four players. Star Wars: 
The Clone Wars is slated for release on the GameCube and PS2 in November. @ 


Note: All screens shown here are from the GameCube version. 
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BY FENNEC FOX 


™ Developed and published by Nintendo S 


™ Target release date: September psaialachcons 


HEN A PREVIEW begins with the words “[Insert name here] is not a 
game in the strictest sense of the term,” that’s usually a cue for the humble 
gamer to stay as far away from the title as possible. Animal Crossing, com- 
ing this September, will try to buck this trend by simply offering more to 
do than any console non-game has attempted before. 

The concept is simple enough: Guide your character as he or she lives 


and works in a village filled with nutty animal inhabitants. But the sheer cece 


CoMUSRUCSET 


quantity of stuff that’s there to explore will be nearly overwhelming. The ey <SUtHK< 
B2593N. 77. 


graphics in the Japanese retail version were a bit blurry, but they made up 
for their plainness with an art style reminiscent of the most avant-garde 
children’s book you've ever read. 

it will be interesting to see how the US. version turns out—if Nin- 
tendo can keep the laid-back gameplay and witty animal conversations 
~~} intact, then Animal Crossing could do for the GameCube what The Sims 
| did for the PC. G 
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BY D-PAD DESTROYER 


®™ Developed by Free Radical Design 
ps = Published by Eidos 
IDOS FINALLY LET loose some =| U&sGh-.c BER epee Ee aL a 


multiplayer code for TimeSplitters 2, 
and even in these early versions, they were already sweet. The sequel to a PS2 
launch title known for its emphasis on multiplayer action over a single-player 
story, TS2 will up the ante by featuring fully fledged story-mode levels and an 
overarching plot created by the masterminds behind GoldenEye 007 for the N64. 
Naturally, though, what everyone wants to know about is the multiplayer 
mode, and rest assured, it looked nice in the early builds. All three preview 


PLAYSTATION 2 GameCuse 


versions played very 
smoothly, though 
the Xbox and GameCube versions featured graphical 
touches that the PlayStation 2 simply couldn’t handle. 
Learning the controls was effortless, and to be honest, 
the GameCube controller seemed perfect for Time- 
Splitters 2—its button layout was the best of the 
bunch. TS2's single-player mode might be more fleshed 
out than the original's, but it’s the multiplayer mode 
that people are lining up for, and thankfully, that should 
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4nd Xbox™ video game system screenshots shown. 
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DELIVER LAST RITES WITH _ ATTACK WITH MARTIAL ARTS, GUNS wi DESTROY HORDES OF VILE V AMPIRES= 


GRUESOME, OVER-THE-TOP AND THE SWORD OF THE DAYWALKER. IN FRENZIEDSHOWDOW NS. 
FINISHING MOVES. : 3 


PlayStation®2 computer entertainment syste 


THE HUNT BEGINS AGAIN... 


AVAILABLE ON VHS AND 2-DISC 
PLATINUM SERIES™ DVD EVERYWHERE! 


www.blade2.com 
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Fight zombies, vampires and ghouls on your own as Attack 20 types of creatures in swarms of up to 30 Slay in brutal single- and multi-player action 


one of 4 unique Hunters, or battle evil cooperatively at once using 20 melee, ranged and spell weapons— through 23 huge environments, including a prison, 


with up to 4 players on a single screen. from swords to axes and flamethrowers. gothic church, cemetery and torture chamber. 
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Hunter The Reckoning for the Xbox video game system © 2002 Interplay Entertainment Corp. All rights reserved. AtlasTech Game Engine trademark 2000 High Voltage Software, 
Inc. All rights reserved. Developed for Interplay Entertainment Corp. by High Voltage Software, Inc., under license from White Wolf Publishing, Inc. Hunter The Reckoning is a 
registered trademark of White Wolf Publishing, Inc. Interplay, the Interplay logo, Digital Mayhem and the Digital Mayhem logo are trademarks of Interplay Entertainment Corp. 
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= Developed by Insomniac Games 


e w | @ Published by Sony PLAYSTATION 2 
atc ey an 4 - = Target release date: November UPDATE 


Mr. Goodwrench 


The last time we caught bouncy-eared 
alien Ratchet and his robotic partner 
Clank, they were platforming about a 
picturesque cityscape in one of the most 
with-it demos on the E? show floor. Not 
only does Ratchet & Clank still shine 
graphically, but developer Insomniac has also packed in so much sheer 
gameplay that the game is reportedly longer than some short RPGs. 


The Helpful Hardware Folks 


The main difference between Ratchet & Clank and every other platformer in 
existence will lie in the game’s weapon system. As Ratchet explores the game, 
he'll pick up bolts that act as currency in the game’s multiple shops. Although 
you'll have a standard short-range weapon (a wrench), you'll find that later 
levels become extremely tricky unless you shell out for a few more acces- 


R After the seventh level or so, Ratchet will find that his wrench doesn't quite cut it 
sories along the way. anymore. Good thing he stocked up on hand grenades earlier. 
The sheer variety of weapons will be impressive, ranging from your basic 


blaster to a cannon that sucks up small enemies and spits them out Kirby-style. The game will also feature such 
handy do-it-yourselfer tools as a Hydrodisplacer to raise and lower 


water levels, a Trespasser to hack into door locks, and a Swingshot 

to go Tarzaning across the more airy sections. Some of the terrain 
in the game’s 18 planets will only be accessible using this stuff, so 
thorough exploration will be absolutely vital. 


Insomniac is obviously trying to make each level as busy-looking as 
possible with transport robots flitting across the sky and epic battles 
taking place in the background. This showed in the preview version; the 
lovely vistas were so 
well made that you 
couldn't help but sit 
and stare at them in ee 

motion. Control also worked fairly intuitively with 
simple camera control and a well-designed weapon 
selection interface. 

Although Insomniac claims that a fair amount 
of animation and graphic polish (including weather 
effects) remains to be added, Ratchet & Clank can 
already more than hold its own in the current PS2 
marketplace. It’s due to hit stores in November. 
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hitman2.com 


BY FOUR-EYED DRAGON 


= Developed and published by Capcom 
= Target release date: Fall 2002 aati 


-APCOM’S MOST PROLIFIC 
fighting series is evolving once 
again, this time onto the Game- 
Cube. But don’t expect the same 
old one-two punch in EO. In fact, 
the EO stands for “Extreme Of- 
fense,’ which means instead of 
tangling up your fingers performing numbing motions, you'll 
now be able to execute special and super moves with just the 
touch of the C Stick. This new type of gameplay took some time 

: to get accustomed to in 
the preview version, but 
after a few rounds, com- 
boing opponents to a de- 
feat was a cinch. 

In all, you'll be able to 
brawl with 44 selected 
fighters from the Street 
Fighter, Final Fight, Dark- 
stalkers, Fatal Fury, Sam- 
urai Shodown, and King 
of Fighters series. EO will 
also retain the Capcom vs. 
SNK’s power-up feature 
of choosing a groove to fight with, which is essentially the type of powerbar 
to use during competition; in this version, you'll be able to choose the C, 
A, P.S, N, or K grooves...clever. @ 
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= Developed by lo Interactive 
= Published by Eidos 
= Target release date: September 


N THIS SEQUEL to the PC-only Hitman: Codename 47, you'll take the = pgjgpen= 
role of 47 himself as he is called back into action from exile to an Italian = 
monastery. If you thought the bald-headed badass was slick before, this time : 
he’ll have tons of real-world weapons, like the Beretta 92 9mm and the 
Heckler & Koch MP5, and techniques such as poison and garrotes to take 
_~— out his target. The preview versions showed the ability to stash weapons in 
cusncrciones a 3.8 = hiding places, drag fallen enemies to concealed locations, and don the uni- 

| be s forms of guards and other workers to 
pass through places undetected. 

Hitman’s graphics in the early builds 
looked nice, but it appeared that there was 
still some polish left to apply. The controls 
also felt unintuitive and odd. If lo Interac- 
tive can tighten those things up, the com- 
pany should have a hit on its hands. 
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= Developed by Climax 


N 
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Rally Fusion: Race of Champions _[’\ gman 


PREPARE TO SHAKE, 
rattle, and roll with Rally 
Fusion: Race of Cham- 
pions, an off-road racer 
from Activision. Fusion 
will feature 20 tracks 
‘Sean a with racing gameplay 
ae SS a =) modeled after the Mich- 
elin Race of Champions, 
held annually on the 
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coast of Spain). Toyota, 
Saab, Peugeot, and Mitsubishi will be among the automakers representing 

with 24 vehicles. In the preview builds, the handling for both the Xbox and 

PS2 versions was fun but still sensitive. With the Xbox version, braking and 
accelerating—which used the two front triggers—still needed tuning; how- 
ever, you could bust some mean donuts. 3 


BY THE MAN IN BLACK 


= Developed by Viscious Cycle 


Robotech: 4a La 
Ba lecry ‘ “Bho 2 Published by TDK Mediactive 
tt A SS = Target release date: September 


EVEN IN PREVIEW form, Robotech: Battlecry is looking very pretty as a 
cel-shaded combat game for the Xbox and PS2...but can it fight? The early 
discs were packed with potential as the crisp controls enabled you to swiftly 
change among the three Mecha forms: mech, jet, and hybrid. In mech form, 
Te | RBG ce you could move quickly 
in all directions, snap off 
fine close-ups in sniper 
view, and pull off sharp 
strafing moves. The pre- 
view builds also featured 
awesome-looking levels; 
however, the combat 
needed pizzazz. Robo- 


tech: Battlecry is on 
the move. @ 


BY THE MAN IN BLACK 


Defender 7€ j i : = Developed by 7 Studios 


=| ™=Published by Midway 
DEFENDER IS FINALLY 41m = Target release date: Fall 2002 


getting a major makeover. 
The outer-space shooter that helped make arcade side-view gaming will take the evolutionary leap from 
2D to 3D. The preview version looked gorgeous with volatile volcanic landscapes on the moons of Jupiter, 
nasty-looking bug-like aliens (yup, the Mantis), and nicely detailed spacecraft (including the Defender, of 
course). Excellent CG-animated cut-scenes told the scary story of extraterrestrial claim jumping. Even in 
early form, the controls felt tight, sure, and familiar—and they fired up fierce fighting with fancy flying. The 
Mantis squadrons will attack your base camp in waves, and you'll have to use your best piloting (and multi- 
tasking) skills to defend your territory. This ain’t your daddy’s Defender anymore! 
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The evil Nobunaga’s demon warriors wreak 


havoc across feudal Japan. A noble young 


BEST PS2 ADVENTURE 
GAME E3 2002 - IGN 


warrior, Jubei, returns home to find his once- 
vibrant village laid to waste by Nobunaga's 
monstrous minions. Fueled by vengeance, 
Jubei embarks on an epic quest; one which 


will reveal his ultimate destiny. 


On this magical journey, you must earn the 


respect of confidants to help the valiant 
Jubei battle demons, hideous bosses, and 
overcome ingenious puzzles. Only then 


will you defeat the pillaging hordes. 
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BY FOUR-EYED DRAGON 


= Developed and published by Sega 
= aaa F e700 ‘ = Target release date: Fall 2002 


= 
PG oe 


RENZIED, NO-HOLDS-BARRED shooting is the best way to describe 
what you'll experience when playing Gungrave. The preview version already 
exhibited an insane amount of flying bullets, and the action was fast and furious. 
You'll play as the resurrected assassin Grave, who is out to obliterate evil 
using two fancy automatic pistols and a coffin that can be operated as a rocket 
launcher or a close-range swing weapon. The grave has 
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BY FOUR-EYED DRAGON 


= Developed by Sandlot 


Saisie a Kw Published by Enix 
2 RRR NLIKE OTHER MECH games, ~ | "Target release date: November 


Robot Alchemic Drive will enable 
you to control colossal robots much like an R/C vehicle— 
you'll command every movement of your steel behemoth, 
including its right and left footsteps, punching, and shoot- 
ing. The game will be even more elaborate since you'll also 
have to guide the person who is controlling the robot, 
which will be you from a third-person perspective. It may 
sound confusing, but the innovative gameplay is enough 
to raise a few eyebrows in the originality department. (Gr) 


GameCuBeE 


VEN THOUGH AMERICAN 
gamers don’t always get to play things 
before their Japanese counterparts, 


< ; 2S om 
patience often pays off in the form ere . ; we 
of new features only found only c.lUCU} f } Ye 
: : 9/ » 3 
in the game’s U.S. form. For the A a 


American release of the cartoony, 
Wey Dynasty Warriors—ish 
Mystic Heroes (called 
Battle Houshin in Japan), me 

Koei is adding a host of | =aammer %, ' 
split-screen four-player tlaas ee 

battle and co-op modes, infinitely amplifying the already elevated 
chaos effect; the latest preview build kept the frame rate up by com- 
pensating with some minor fog. PS2 owners take note: Koei also 
plans to release the game for that system in December with four 
new unlockable characters. J 


GAMEPRO OCTOBER 2002 88L WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


PLAYSTATION 2 
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BY FOUR-EYED DRAGON 


r. 


= Developed and published by Konami 
= Target release date: Spring 2003 PLaySTaTion 2 


ONAMI IS. PROMISING that the sequel to the critically ac- 
claimed Zone of the Enders, which owed some of its success to 
the Metal Gear Solid 2: Sons of Liberty pack-in demo, will be as 
engaging as any other mech game—and without another game 
demo to prove it. New gameplay features will include the ability to 
| : mm ©6swing around enemies, destroy groups 
of opponents at once, teleport to just 
about anywhere, and tear down walls to 
use as a shield or weapon. Also, battles 
will now be fought in a variety of 3D en- 


vironments, like canyons and cityscapes. C3 ee Lind — 
Mabel the Porcupine at | 
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= Developed by Artoon ee: } ; 
= Published by Microsoft = 7 ) be : 
m= Target release date: Fall 2002 ae : 


HOEVER SAID THAT time is of the essence never talked to 
Blinx, one of Microsoft's new mascots who has the ability to 
control time in order to perform good deeds. You’ll guide the 
cool cat hero in an attempt to rescue a kidnapped princess. As a 
unique twist, you’ll be able to literally control the flow of time 
by moving in slow motion, fast forwarding to complete goals 
more quickly, and recording actions on your Time Sweeper, 
which you can then play back. (G) 
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Developed by EA Studios (PS2); Fle 
Eurocom (GameCube, Xbox) 


Published by EA Games PLAYSTATION 2 GameCuse 


Mar ry Potter and the Chamber of Secrets ai <2 Target release date: November FIRST LOOK 


WITH THE RELEASE of the second Harry Potter movie and the second 
wave of games this November, fans of this delightful tale of wizardry and mis- 
chief will probably be enchanted by this Chamber of Secrets. While the gameplay 
looks like it will follow in the footsteps of the first games—standard running 
and jumping platform stuff—the Potter faithful will enjoy learning new spells 
in second-year classes, 
the new “flick and swish” 
spell-casting using the 
analog stick, mini-games 
like Professor Gilderoy 
Lockhardt’s dueling club 
or de-gnoming Mrs. 
Weasley’s garden, tack- 
| ling monsters like Ara- 
‘| gog and the basilisk, and 
| of course, more high- 


@ flying Quidditch. 
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Developed and published by Konami 
THE GOLDEN YEARS Of frenetic ae CE Ee 
side-scrolling action have been resur- 
rected in the form of a new Contra. Here, the story won't be important—all 
you'll need is a strong thumb and a love for 2D gameplay, which will contain 
endless firefights with horrific alien creatures. Of course, if the action gets too 
frenzied, a friend can hop in and help out in the two-player co-op mode. With 
characters designed by slick artist Ashley Wood and a asnmeano play gameplay 
style, Contra: Shattered Soldier 
promises more than just a nos- 


talgic memory. @ 


Clock Tower 3 


CAPCOM HOPES TO Clear 
away the horrible reputation of 
the Clock Tower series by releasing the 
third installment of this survival/horror 
game with an intense story line and some 
~~~ truly scary-looking visuals. 
You'll play as Allyssa, a young 
girl who must rid her town 
of evil spirits. As the adven- 
ture progresses, Allyssa’s 
powers will grow until she 
turns into a powerful being. 
Clock Tower 3 will also boast 
some truly amazing game 
cinemas, which are being 
directed by the respected 
film maker, Kinji Fukasaku. £3 


Developed and published by Capcom 
Target release date: Winter 2002 PLaySTaTion 2 


FIRST LOOK 
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= Developed and published by Koei 
@ Target release date: Fall 2002 


HIS VERSION OF Dynasty Warriors 3 will feature the same 
amount of hack-n-slash action as found in the PlayStation 2 counter- 
part. You'll choose to play as one of three legendary generals in feudal 
China, then scour the land with your army to conquer the entire 
a country. The pace will be frenetic as you'll use fast combo attacks 
2 =a against legions of warriors who are out to defend their territory 
at all costs. You'll also be able to team up with a friend to battle 
the goons cooperatively or against each other. G 
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BY FOUR-EYED DRAGON 


= Developed by Red Storm 
= Published by Ubi Soft 
= Target release date: Winter 2002 


OU CAN TAKE control of the most elite Army Rangers 
in the Tom Clancy world in Ghost Recon. Known as the 
“Ghosts,” this highly skilled squad travels the world to bust 
some butt using the best military weaponry. You'll control 
every movement of your team while shooting baddies in 
a first-person view. Ghost Recon will be one of the first 
games to support 
the online com- 
ponent of both the Play Station 2 and Xbox, enabling up 
to 16 friends to play against each other. G) 
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oe. one-bedroom 
fixer-upper, perfect for 
an artsy anteater or a 
handy horse. 
Originally owned by 
Tom the Raccoon and 


recently rehabbed by 


Pete the Pelican Postman, q 
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Developed and published by -_— 


Ubi Soft 
Target release date: Spring 2003 


PLAYSTATION 2 GameCuse 


FIRST LOOK 


IF YOU SUDDENLY found yourself with a complete loss of memory, the Roman numeral XIll tattooed on your 
shoulders, and a key to a safe deposit box, what would you do? You'll have to figure it out in the tantalizing 
mystery XIll (“Thirteen”), which unfolds into a complex conspiracy web that weaves cel-shaded graphics with a 
novel-like story, creating a unique first-person shooter based on a popular French comic book series. Ubi Soft says 
you can expect plenty of twists, firepower, and intriguing gameplay when the game is released early next year. G 


Note: All screens shown here are from the PC version. 


Legends of | *Devloved by ri 
; y* oe ~% Acclaim Studios Salt Lake City i 
a F : 7 @ ' A> Published by Acclaim PLAYSTATION 2 GameCuse 
) SNC TOU, ee Wrestling af his hie Target release date: November FIRST LOOK 


a OV ENY Sr ae he gee ge 


Pe: SS wegen re, RouND Two OF the Legends of Wrestling series will bring over 65 of the greatest wrestlers, including 

: Hulk Hogan and Jerry Lawler, to the ring for 6- and 8-man Elimination Bouts, Battle Royal, 3- and 4-way 
dances, tag tournaments, and more. An all-new story line will enable you to battle throughout the U.S. 
and the world, earning the respect of promoters and fans while fighting for the heavyweight championship. 
Acclaim is promising more realistic wrestler movements than before, and you'll be able to create your 
ultimate grappler with the improved Create-A-Legend mode. C3 


Note:All screens shown here are from the PlayStation 2 version. 
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Freedom: The f Developed by lo Interactive 


Published by Electronic Arts 


Battle for Liberty Island R p Z Target release date: Fall 2002 ciel nae 


FIRST LOOK 


WHAT WOULD yOu do if the Sovi- 

ets won the Cold War and were infiltrating the streets of New York? In Freedom: The Battle for Liberty Island, you'll 
get to find out. Playing as an American freedom fighter in this mix of real-time, third-person combat, and turn-based 
strategy, you'll choose your missions, each with different strategies and outcomes, to defeat the Red Menace. You'll 
also command fellow New Yorkers to conduct sabotage and capture key installations—which will enable you to 
recruit more men—using explosive weapons and martial arts combat. @ 
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BY SIMON LIMON 


= Developed by Bits Studios G 


= Published by Sierra Entertainment 
m Target release date: October 


GameCusBe 


Population: Growing! 


ANY HAVE TRIED to turn what is arguably the best action 
movie of all time into a worthy video game—and many have 
failed. Sierra and Bits Studios hope to change that with Die Hard: 
Vendetta, a first-person shooter designed exclusively for the 
GameCube. Playing as Detective John McClane, you'll be able 
to unleash all the double machine-gun action you’ve come to 
expect, along with a new 
stealth mode comparable to Metal Gear Solid 2’s. Vendetta 


promises a compelling story, intelligent A.I., and cinematics 
that rival the 1988 original film. @ 
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BY FOUR-EYED DRAGON 


= Developed and published by Midway 


= Target release date: Fall 2002 
(PS2, Xbox); Winter 2002 (GameCube) 


PLayYSTATION 2 GameCuse 


rk. Muto 1s one mad scientist with some serious mad skills. In this quirky action/adventure, you’ ll 
take control of this crazed laboratory technician in an attempt to rebuild your world from scratch. To 
complete this task, you’ll have the unique skill of morphing into different creatures, which will help you 
battle your enemies in all 22 levels. But to successfully change, you’ll need to harvest resources and 

Wieat = experiment with fauna DNA to create the right 


Welcome to Animal Crossing, 
morphing formula. 


a place where you can buya 
house with fish, do Tai-Chi with 
a rhino, and your best friend 
might just be a walrus. It’s the 
game that’s happening every 
single minute of every single 
day of every single month of 
every single year. Whether 
you're playing or not. 


Note:All screens shown here are from the Xbox version. 
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H e uy g can you take a few minutes to answer some questions for us? 


Please fill out the following survey and fax, e-mail, or mail it (or a copy) 
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(] Super NES 
L] Xbox 
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[] Xbox 
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2. What system do you consider your main game system? (Pick only one.) 
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-\ 


i Please indicate whether you read and, if so, how useful you found each of the fol- 
e lowing sections from this issue of GamePro. Circle “All” if you read the entire 
section, “Some” if you read part of the section, and “None” if you did not read 

the section. If you read any part of the section, please let us know how useful it 
for “‘not at all useful” to “5” for ‘“‘very useful.” 
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3. What game system do you plan to buy in the next 12 months? (Pick only one.) 
[|PlayStation 2 


4. 


> WINNERS! 


Please indicate which of the following publications you purchase or read at least 


six times per year: 


(] Computer [] Game Now (J Official Xbox Magazine 
Gaming World [1 GamePro 1 PC Gamer 

(1) Electronic — Maxim [J PSE2 
ome Matta LJ Nintendo Power LPSM 

i i 

7 Bares Magazine [1] Official PlayStation _] Sports Illustrated 

C1 Game Informer Magazine (OPM) \Tips & Tricks 


Would you like to see expanded editorial coverage on the following: 
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CePONGGHINGE sanscainonesinttanwaxeeusenwawwelns TOE cacmaws No 
Consumer Electronics (DVD, MP3, etc.) ...........0.. WOS cacaves No 
EVP UGS wcsracurmcaheawessuatekagenineaeesens OE pe andictis No 
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What games would you like to see ProStrategy Guides for? 


Pick six games below that you would like to see on a GamePro cover: 


| |Dead or Alive Xtreme [_] Kingdom Hearts (_] Resident Evil @ 
__ Beach Volleyball (1 The Legend of Zelda [Star Fox 

_ Devil May Cry 2 [] The Lord of the Rings; Adventures 
L_|]Doom III The Two Towers [_] Star Wars 


|_| Dragon Ball Z [_] Metal Gear Solid 2 Bounty Hunter 


[| Final Fantasy XI Substance -_} Tomb Raider: The 
(_] The Getaway __] Metroid Prime Angel of Darkness 
|] Grand Theft Auto: [| Mortal Kombat: LJ Tony Hawk's 

Vice City Deadly Alliance Pro Skater 4 
[-] Gran Turismo 4 


How did you get this copy of GamePro? 
(_] Subscribed 

(Purchased at the newsstand 

(J Other 


Have you ever visited the GamePro Web site (www.gamepro.com)? 
1 Yes LINo 


Do you plan to play online games with the PS2 or Xbox? 


PS2: 1 Yes CONo Xbox: 1 Yes LINo 
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‘of Tecmo LTD. The ratings icon is a trademark of the Interactive Digital Software Association. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment inc. 
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Visit www.esrb.org or 

call 1-800-771-3772 TransWorld SNOWBOARDING ©2002, Infogrames, Inc., a subsidiary of Infogrames Entertainment, S.A. All rights reserved. Developed by Housemarque. TransWorld 
SNOWBOARDING is a registered trademark of Time4Media, Inc., used by Infogrames under license. All rights reserved. Microsoft, Xbox, and the Xbox logo are either 
registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. The ratings icon is a trademark of the Interactive Digital Software Association. 
All other trademarks and trade names are the property of their respective owners. 
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FTER PLAYING SOCOM, you'll understand why the U.S. Navy 
SEALs remain deadly in the eyes of the enemy but as popular as ever 


ip BY FOUR-EYED DRAGON 


= = Published by Sony 
4359.99 


= Available now 


= Tactical 
shooter 


m4ai $0 


To fully understand why SEALs put 27/30 


themselves in harm’s way—and love 
every second of it—you are put in 
charge of this well-respected group 


$ MAGS 


= Developed by Zipper Interactive 


= 16 players 


TAKE AK-47 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


KAHUNA 
BOOMER « FOLLOWING 


of warriors in the U.S. military. As a commander of a frogman squad, your duty is to execute clandestine operations 
that range from reconnaissance and bomb defusing to freeing POWs and exterminating terrorists. To successfully com- 
plete these missions, SEALs pride themselves with strong team cohesion, and certainly SOCOM pushes this dynamic 
in the gameplay. An easy-to-use control system allows you to direct your three-man team to do just about whatever 
you want them to do. Even better, the included headset lets you command your men by voice recognition—an inno- 
vative and totally exhilarating feature for a game. The headset also works when you play online, enabling you and your 


colleagues to communicate hands-free without a hitch. 


Realism plays a gigantic role in SOCOM. Game characters are modeled after 
actual SEAL commandos, from equipment loadouts to their various stances 
and movements. Even the level designs are based on real SEAL missions from 
around the world. 

The sounds in the game are just as rousing. Your ears will actually ring if 
you're too close to an explosion, and enemies speak with clarity in their own 
languages. The music also plays at just the right tense moments, while the 
voices of your teammates sound believable as they respond to your orders. 


Though the single-player mode is exciting, SOCOM’s online 
multiplayer option is the core of this game. You can create your 
own SEAL clan and compete with anyone else across the country 
while speaking to them freely via the headset. You'll also be 
ranked among the thousands who participate in this stealthy 
action shooter. 

The reality of unconventional warfare is just a button press 
away. Ingenious gameplay based on the real-life tactics of Amer- 
ica’s elite armed forces deserves to be played more than once. 
You'll certainly “accelerate your life” just by playing SOCOM: 
US. Navy SEALs. G 
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GRAPHICS 4.0 


Intimidating-looking player models that 
are equipped with various camouflage 
fatigues and an armory of weaponry look 
super real. Even the movements of the 
soldiers seem authentic as they move 
quietly through lush and vividly detailed 
locations. Too bad injuries can’t be seen 
and don’t affect how you move, though. 


SOUND 5.0 


Beyond the sweet noise of bullets rush- 
ing out of a gun, your ears will be treated 
to indigenous sounds that match each 
location. Additionally, your ears will 
ring, as in real life, if you stand too close 
to an explosion—which will also pre- 
vent you from hearing your teammates 
or surrounding gunfire. 


CONTROL 4.5 
The basic shooter setup is simple to learn, 
and the intuitive voice commands that 
control your team rock! Surprisingly, it's 
fairly easy to maneuver around hotspots 
where there's a lot going on at once. 


With a realistic military theme, SOCOM 
isn't for everyone. But as the first game 
to fully support the PS2’s online com- 
ponent, mature gamers should at least 
give it a try, even if they're not the mili- 
tary type. The only downer to this great 
game, however, is that you're allowed 
to leave a dead SEAL behind, which 
would never happen in real life. 
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Forget the trivia eames. ‘And toss the veggie plat 


Because the Pac-Man Fever party crew is here. 


With over 30 wild mini games ae hopping all night. 


g il keep a pe 

, g that S Your only problem will to = 
Ie ee of ae 2 getting everyone to go home. 
EVERYONE wd: Bh ig i eee ey | ah ee 


: Pac-Man Fever™ & ONamro LM. All rights reserves. Pac-Man C1980, 1982. 
2002 Narco Lid., All rights reserved. Tekken Tag Tournament (©1994, 1995. 
1996, 1999. 2002 Namco iia. All rights reserved. Ridge Racer ©7995. 2002 
Namco Lit.. AN rights reserved. SoulCaliber ©7995, 1998, 2082 Nameo Lid. 
All rights reserved. ones san be Pe Kenly nares mene 
trademarks of Sony Computer Entertainment tnt. TM, & & the Nintendo 
GameCube jogo are trademarks o! Nintends. The ratings inon is a repisterec 

eS trademark of the interactive Digital Software Association Screenshots from 

_____the PlayStation®2 computer entertainment system version. 


Mild Violence 


Developed by Computer Artworks 
Published by Black Label Games 


$49.99 


Available now 


THE THING BREATHE 
life into the survival/horro! 


BY DAN ELEKTRO 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


Survival/ 
horror 


| player 


genre with diverse g 


| S THE V WARMEST PLACE TO HIDE 
The 3 environments are impressively detailed—watch for 
bursting. through people's flesh, tons of fire effects, 
ot of snow. The sounds of alien shrieks, Antarctic winds, 
and gunfire —but no music—make for a wonderfully unsettling 
audio palette. | 

Black Label has discovered the secret to a good movie game: 
wait 20 years, then approach the subject matter from a gameplay 
perspective, not a marketing one. For The Thing, the results are 
terrifyingly good. G 


PROTIP: Flame weapons are the most useful in the 
game, but remember—you can burn just as easily as 
anybody else. Light and get away! 


BY MAJOR MIKE 


tw 1 1§ t od - m e tN: E, B < 4 i * \ : | Rete waa Inc. 


$39.99 8 players 
% ee el a Available now 
ow het hb RS i | 2 players 
TwisTeD METAL TAKES er y, N i i se Car combat (analog) 
its Black vision of car carnage “Sf ee” 


to the online world and comes up 

with better-than-average results. Essentially a 
mechanized every-man-for-himself, Twisted Metal: 
Black Online is worth a test drive, yet this model 
wears thin—particularly on lengthy road trips. 


Beck in Blech.Online PY saat 
Twisted Metal features free-for-all car combat set in the not-too- ae 
distant future, and for the Online incarnation, up to eight road 

warriors can go head-to-head via broadband—but only two can 


compete in the analog arena. As the action’s fast and furious, valuable power-ups that were once 
cars occasionally “warp” around, which is annoying when you’re __ inside of them. 


PROTIP: You can destroy houses and 
other structures, and then take any 


FL LETTE MT ES | 5 
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PROTIP: Let your squad take out the 
smaller creatures. Re-stock your team’s 
rounds but save your best ammo for 
the big baddies later. 
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GRAPHICS SOUND CONTROL FACTOR 


(broadband); Lm 


speeding in for the kill on a weaker opponent only to have them vanish away. Online play may not be 
perfect, but it’s preferable to the frame-rate blender of four-player split-screen competition. | 

After a few plays, though, the game becomes tiresome—mostly due to repetitive gameplay and lack 
of balance. Battles quickly degenerate into jousting games of “chicken,” where you speed head-on 
toward an opponent with guns blazing. The driver with most health to spare usually ue { r 


Keep Lt Vark 

Metal’s visuals perfectly match the game’s sardonic tone. Combat takes place on free- | 

ways, skyscrapers, inside rotting factories—just to name a few—and always beneath F 

gloomy skies. The audio track is loaded with an effective array of screams, screeching | 

tires, and explosions. Sturdy controls round out the solid options package. | 
Despite its drawbacks, Twisted Metal: Black Online is an engaging starter for Sony's | 4 


online lineup—especially if you crave mindless mass destruction on the dark side. Kick 
the tires and give it a spin. @ 
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PROTIP: Use homing missiles to shoot down heli- 
copters, and then collect any valuable power-ups 
that were in their possession. 


ta. cE 
PRERAR:, 


: a 


‘‘ : ee 7 
; Xe Bee. 


PROTIP: iiss cael sdee at cits 
blank range to inflict the maximum 
amount of damage on an opponent. 
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EVERYONE 


Mild Violence 


i hts Reserved, 


Inc.© 2002 Majesco Sales, Inc, Alll 
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\demark of the Interactive Digital Software Association. 


ed.and trademarks offBattleBots' 
amark of Nintendo. © 2001 Nintendo. fhe ratings icon is a tra 
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. b ; ° CONTROL ONE OF 16 REAL BATTLEBOTS, AS SEEN ON TV, OR BUILD YOUR OWN. THEN 
a LET THE STEEL CRASH AND SPARKS FLY. COMPETE WITH UP TO 4 PLAYERS IN THE 

BATTLEBOX (ALL KILLSAWS AND PULVERIZERS INCLUDED) OR ENTER THE 4 NEW DEADLY 

ARENAS. ANY WAY YOU CHOOSE TO PLAY, THE GOAL IS THE SAME: SURVIVE. 
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BY FOUR-EYED DRAGON 

Developed by Treyarch GRAPHICS SOUND CONTROL FACTOR 
4 =Published by Activision 

(ELLY SLATER, ONE Of today’s $49.99 Surfing 


- most revered and legendary Available 2 players 


td pial _ = September 
4 KEL LY. S LATE R S surfers, shows us beach bums why surfing , 
P RR O SURI a | BB F E R can be so invigorating, especially on the PlayStation 2. 
HOLY WATER 


gow to form a smooth ride on top of the water. Playing as one 
of nine distinguished riders, including Slater, you can glide through the 
waves and perform sick tricks and combinations—some real and 
some fantasy—at famous beachfronts around the world. Pro 
m Surfer's control scheme is relatively easy to learn. 
Each surfer can execute |2 tube stunts, eight face 
moves, and 16 aerials—which include unique 
grabs and flips—all with simple button presses. 
An apperetation of pro surfing inmecianey cures at we ey sand to into 


Surf's up, bra. 


ber to look at all ang! 
to see one obstacles, too. : 


7) One nanongos 


aie 


can ¢ get past the cdots though, Kelly Slater's Pro Surfe : 


e on the water. GG 


face tricks to start silts — 


Developed by Rainbow Studios GRAPHICS SOUND CONTROL FACTOR 


Published by Activision 
Sa $49.95 Action 
BMX 2 has finally e. sports 


Bet S P Available now 
wn, was it worth the 2 players 


: COMBO. 5.0 
235 


shows up the second time ‘around. 


PROTIP: To “flip” out the jazz band Once again, you'll bust out flips, 
in New Orleans, do the following on the manuals, stalls, grinds, and dozens io 3 
ramp in front of the band: Tap (é O) oof other BMX tricks on a road trip PROTIP: There's an easy way to get PROTIP: ...Keep the grind going 
to perform a Backflip, tap , (4 [)) to the condor in Oklahoma City. From (you may have to bunny hop and re- 


do a Front Flip, and then tap <, (© _)) — eight U.S. cities, including the start point, ride up the right wall grind to keep your speed up) around 
for a FlipFlop. Chicago and Las Vegas. Each level quarterpipe and land with a grind on __ the corner, and you'll slide right into 
is packed with tons of the red rail... the bird. 


cee Cae == tee” | secret areas, icons, and other goodies; there's also a park editor 
= Sconsoik 2, 5¢ and eight multiplayer games to extend your ride even further. 
se 283 cee am a: oe The character animation is extremely fluid, and there are some nice Las Vegas lighting 
| effects—this is a very pretty game overall. The crisp sound effects are sparse (a few 
voices here and there, plus the ubiquitous spinning spokes), but the eclectic soundtrack 
| more than makes up for it—Iggy Pop, L.L. Cool J, NERD, and Suicidal Tendencies all in 
| the same place! Whip-smart controls make execution of the dozens of tricks easy, 


especially if you’re a series vet; you can also modify grind and stall tricks now. 
pecially It y' y g 


Live To Ride 
! | With any of Activision’s O games, you kind of know what you're going to get, and that’s comfort- 
PROTIP: The orange street bike, which canbe _—_ able. Same here—Mat Hoffman's Pro BMX 2 offers no major surprises but plenty of refinements — / c 


found in Chicago, boosts each player's stats differ- ..., f te atts 2 ‘ 
ently. I's always better than the starter bike, though. a oF oren formal. t’s a major improvement over the first game. @ ¥ 
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VIDEO GAME HAS-BEENDSS © 


ATIEW BAD BOY. GiViliG THE 
FUIGER TO LOMF GAMES. 


[t's a FIGHT FOR FREEDOM. AMD AM ADVENTURE FOR 
REVENGE! FEATURING 6 DANGEROUSLY iNTERACTIVE 
WORLDS WITH OBjECTIVES VIEWABLE FROM AMYWHERE in 
THE VEXX UMIVERSE! SCALE SHEER CLIFFS AID UIMCOVER DEADLY ATTACK COMBOS AND SPECIAL ABILITIES! But BEWARE 
OF NIGHTFALL ~ YOUR ENEMIES MORPH intO MORE EVIL FORMS AS THE LIGHT OF DAY WaAnTES! VEXXTHEGAME.COm 


Violence PlayStation.c NI Ss DO A«laim 


GAMECUBE. 


Vexx™ and Acclaim ® & © 2002 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Austin. All Rights Reserved. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment 
Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, ® and the Nintendo GameCube logo are 
trademarks of Nintendo. Screens shown were taken from the Xbox version of the video game. 
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PLA ATION 
PR R e V C e W S Developed by From Software 
, Published by Agetec 
Aa NYONE WHO’S PLAYED any previous Armored Core title A) = 549.99 Mech action 
ac ee Tans | Available 4 players 
already knows whether AC3 is right for them. This isn’t a re- Sentamber (via iLink) 
invention of Agetec’s half-arcade/half-hardcore mech battlin’ series, it’s : 
just another step...and a rather small one at that. 


End of Algorithm: 
Loop to START 


For those unfamiliar with Armored Core, the series’ 
strength lies in its super-hyper-customizable, hardcore 
math-intensive mech-building options—literally hundreds of 
thousands of different head attachment/cooling unit/back upgrade/leg 
style combinations are possible. The mechs you meticulously construct are then 
put to the test in a large series of action/arcadey arena battles cold corporate escort-or-destroy 
style missions so you can earn money and upgrade your medh even more. Personality berdamned, 
however—and anyone seeking a good story should definitely avert their eyes elsewhere. 

AC3’s revamped game engine seems like little moge than a refinement of the old one, which isn’t 
necessarily a bad thing. The sensation that you’re playing a heavy robot is remarkable, though the 
control scheme is hardly welcoming to first-timers; developer From Software's annoying distaste for 
dual analog control (see also the King’s Field titles) is still present in full force, and looking up and 
down is accomplished using the antiquated shoulder button method. The ‘sounds are a little heavier 
and more realistic, the graphic textures are more detailed, and the mechs somehow manage to look 
awesome no matter what sort of monstrosity you design. Levels, however, tendyto be bland, big, and 
block-shaped, and lack the proportions necessary to give a real sense of cale 


Another Another Age 
Features new to the series like four-player arena battles (via iLink —t@@ players per PS2 system) and 
the ability to drop weapons in mid-battle will matter only to those wii@*played AC2 (and its expansion 
pack, AC2: Another Age) to death. Like its predecessors, AC3 is a niche game that will definitely sate 
existing AC fans but prompt few new followers to enlist in the giant robotic cause. @G 


pment 


29. a 


ver bring in the “support” 


pe if killing 1 randon frochs isp PROTIP: Ne 


PROTIP: Hover-legs are supér fast 
and_have great jumping powers; pute" in the mission description, just ignote wing-bots for your missions. Your fe- j 
_~thase some fortiiissions thatseGuire them. Otherwise, you're just wasting _—_ ward will be greatér fevou comiplete a 


lots off precision landings: ammo, armor, and—therefore—pioney. mission solo. 
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Strategy 
| player 


epetitive etiive (and hauntingly weird) menu-driven chatter and ising: Once 
ur apt gets on its feet and your problem-solving runs kick into bizarre 
h ear, the game can a surprisingly pects strangely absorbing, ro 


! plexingly endearing. = le 
: ompared t to wha your ca to seeing on | ir fancy little ine ce. 


can extend out later and your people 
Bio, a aba connected. 
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GIVE THEM 
» WHAT TREY 
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Give GamePro for the holidays this year! 
The first subscription is $17.97 for one year 
(12 issues). 

Use the attached card to order 
or call 800/678-9097. All paid orders get 
a Hot Tips Guide Vol. 1 packed with 
hundreds of codes for all the hottest games! 


H2A1GAF 
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You turned the system off hours ago. But as you teeter on the 


! 
Ee 


edge of sweet slumber, there’s the game again. It plays on like 


fer 


Sry 


a lullaby, just under your eyelids, an omen of the fun you'll have 
the next glorious moment you get the controller in your hands. 
You'll find game power like this in Nintendo GameCube! now at 
Wal-Mart. We have all the games you’ve been dreaming of and 


_afford them. 


Walmart.com 
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TM, ®, Game Boy Advance, and the Nintendo GameCube logo are trademarks of Nintendo 


a een Albother game copyrights and trademarks are property of their respective owners. © 2002 Ninfendo 


KAY, SO SUPER MONKEY BALL 2 is more like an 
"expansion pack than a full-blown sequel...but so what? 
There's no way that more monkeys in plastic balls could possibly 


be a bad thing. 


While there’s nothing new at the core of Super Monkey Ball 2— 
the graphics engine, controls, and even most of the sound effects 
are direct lifts from the original—these apes have definitely still 
evolved. The most immediately obvious improvement is the addi- 
tion of a Story mode to the one-player game, in which AiAi, 
GonGon, and the rest of the gang get to play simian versions of 
Powerpuff Girls and take on a nefarious, banana-stealing, MeeMee- 
ogling primate named Dr. Bad-Boon. The gameplay is still exactly 
as it was before——guide a monkey-filled marble to a goal on 


i-Ei-Poo! 
“ ii 


Not that you really give a crap about single-player mode—even with the 
improvements, it’s still just an obstacle to unlocking all the multiplayer Monkey 
Balling...because that’s where these monkeys shine. SMB2 boasts six new 
multiplayer games in addition to well-refined versions of the six originals 


what's missing. & 


GRAPHICS 4.0 


The visuals retain the same exact simple, 
surreal, and scarily adorable monkey 
charm of the original, and there are no 
hiccups in four-player split-screen modes. 
The new one-player stages have more 
diverse backgrounds and do some really 
funky crazy things. Oh yeah, and there 
are monkeys in balls. 
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some impossible Sal- 
vador Dali Labyrinth 
game table—though the addition 
of cut-scenes ramps the magical 
absurdity to Level I!, and un- 
limited continues make the 
insanely cranked-up diffi- 

culty of the stages much > 
more tolerable than in | } 
the original. 


(Monkey Bowling now has undulating floors; Monkey Golf is now based on “real” golf 
rather than mini-golf...but there’s sadly still no mid-match save), doubling 
the original’s already high mini-game quotient. 

The six new games are just as addictive, if not as finely polished. 
Monkey Dogfight (a four-player flying deathmatch), Tennis, and Baseball 
(it’s not really baseball) are all big winners; Monkey Boat and Monkey 
Shot (it’s kinda like Time Crisis) are at least decent; if there’s a “loser” in 
the bunch, it’s probably Monkey Soccer, due to 
some missing key player control options. 


Not only is SMB2 packed with monkeys, it’s also packed 
with gameplay and ridiculous multiplayer value, and makes 
the original game all but obsolete. No, Monkey Golf isn’t quite 
Hot Shots...and no, Monkey Race isn’t quite Mario 
Kart...but they're closer to their full-grown counter- 
parts than a mini-game has any right to be. The pres- 
ence of apes in clear plastic balls more than makes up for 


SOUND 4.0 


The “bonks” and weird sci-fi Pac-Man 
“rolling really fast’ noise will all be fa- 
miliar to Super Monkey Ball veterans 
since they're ripped directly from the 
first one, and the music ranks as toler- 
ably cute. Big bonus points for the 
pseudo-lingual monkey noises and the 
Ei-Ei-Poo song. 


* BY STAR DINGO 


Developed by Amusement Vision 


Published by Sega 
$49.99 
Available now 


Party/ 
puzzle 


= 4 players 


1p 3) 


CONTROL 4.0 


The controls are simple, instantly ac- 
cessible, and exactly the same as be- 
fore. Guiding your monkey is totally 
brainless and super-precise, though it 
feels like you're tilting the world rather 


than controlling the Monkey Ball. Some 
token amount of camera control would 
have been helpful in one-player mode; 
and Monkey Boat isn’t exactly intuitive. 
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FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


FUN FACTOR 4.5 


Lots more of the same, but there's 
nothing wrong with that...especially 
when “the same’ is monkeys in trans- 
parent plastic balls. The six new multi- 
player games (and goofy refinements to 
six old favorites) are the highlights; one- 
player mode is better, too, but you'll 
stop caring long before the last mini- 
game is unlocked. 


NINTENDO 
GAMECUBE. 


NINTENDO 
' GAMECUBE. 


Sour 


_ ARCADE FIGHTING + 
me NINTENDO GAMECUBE” 


ROM TV/O-OF YOUR FAVORITE WORLDS: 


CAPCOM.:SNK | 


eee RY RE AN NNN 
OVER 44 CHALLENGERS - 6 GAME MODES 
EXTREME OFFENSE DELIVERS INSTANT DEVASTATION! 


ee eee 


Two monster corporations are at war! 


Choose from 44 of your all-time favorite fighters. It's Capcom vs. SNK2 E.O. with custom fighting Grooves and the most radical features of 
any fighter on the NINTENDO GAMECUBE™ system - including exclusive Extreme Offense control! Deliver furious combos and 
devastating super moves at the touch of a single button! This plus, control the level of your fighter’s strength with the new “Free Ratio System’ 


Let the battle begin in this system defining arcade fighter. 


©CAPCOM CO., LTD. 2001, 2002 ©CAPCOM U.S.A., INC. 2001, 2002. ALL RIGHTS RESERVED. CAPCOM and 


Suggestive Themes the CAPCOM logo are registered trademarks of CAPCOM CO., LTD. ©PLAYMORE Corporation. CAPCOM VS. . 
SNK 2 EO is manufactured and distributed by CAPCOM CO., LTD. under the license from PLAYMORE 
Violence Corporation. SNK is a trademark of PLAYMORE Corporation. Nintendo and Nintendo GameCube are trademarks 


of Nintendo. The ratings icon is a registered trademark of the Interactive Digital Software Association. 
capcom.com 
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be ®™ Developed by Angel Studios 
oe ™ Published by Rockstar 


= $49.99 @ Vehicle 


IF YOU HAVEN'T had the chance to play both Smuggler’s Run games on meets 


the PS2, then buckle up for a thrilling ride with Warzones—all of your 
moving violations will look like minor infractions once you start playing. 


@ Available now 


m4 players 


Driving Miss Demeanor ae ee 
In Warzones, you’re a driver who smuggles various cargo through the countrysides of Eastern Europe, | < 9 nP/é | 


Russia, and Vietnam. Despite its cuestonai ethical objectives, Warzones is simply a frantic driver that =f m/2 
a, has you racing from one point to another while trying to avoid 
the local law. In between locations, however, is a remarkable 
amount of area to explore with cool off-roadsters that are as 
diverse in looks as the environments. Truly, there’s plenty of 
four-wheeling in lush outdoor locales that range from snow- 
covered mountain tops and sandy flatlands to fields of vegetation 


and wet marshes. The level designs superbly fit the game’s mis- 


sion: high tail through uncharted territory as far as the eye can ~—s BE TEP: Use and essen 90 sa series ATV Mon- 


see, literally. sters in Mission 25; they're fast and will be able to 
get to the cargo faster than the competition. 


PROTIP: You don’t need to have all 
fou 
your cargo. Soaring through the red ~ADOVE the Law _ a... 
smoke will do it as well. New to this version of Smuggler’s Run isa more © Vee & (aie G awit il 
engaging story line told through B-movie—like a — .’ 
cut-scenes. The acting and smartass remarks you hear as you race to your final 
destination are hilarious and contribute to the fun atmosphere. But the 
best part of the game is, of course, maneuvering your super mud- 
slinger away from cops. Driving through diverse terrain using 
nine characteristically different wheels adds gameplay depth 
each time you play. = 

The addition of more multiplayer games for up to four 


PR OTIP: To incur Be : cca te people contributes to the successful showing of this new ' 


you try to destroy a vehicle, use sharp 9 uggler’s Run game, too. Drive...er, carefully to get your : 
turns and ram the enemy's side. hands on this exceptional ride. 


BY PONG SIFU 
REEKSTYLE IS BRINGING i = Developed by Page 44 SOUND 
its teeth-grinding stylings to “« or is ™ Published by EA Sports Big FyeRVON 
the GameCube, pro- ving 
viding gamers with a 
visually slick and compulsively 
playable racer—although its steep difficulty may confound 
some. The name of the game here is to string together as 
many tricks as possible to gain speed boosts and thrust you 
ahead of the pack. Similar to SSX Tricky’s Tricky Meter is the 
Freekout Meter that, when filled by performing four-button sick 
4 tricks, grants you a demon-powered speed boost accompanied 
a, by wicked motion blur effects and a searing sense of speed. 


FUN 
CONTROL FACTOR 


47] «= Available now @2 players FRE 


Freekstyle showcases tiber-tight visuals, while the courses are 
long, harrowing, and full of hairpin twists, lethal obstacles, and 
hidden routes. You'll also be treated to some killer sound design, 
rife with roaring engines and crunchy effects...once you get past 
the generic nu-metal soundtrack. You can’t ask for smoother 
controls than these, which are complemented by solid physics. 


Freekstyle is kept from achieving the classic status of Tricky, however, by some 
heinous rubber-band A.I. Even if you have a huge lead over your competitors, 
they'll catch up to you if you make one minor mistake. Since you have to place 


” a 
first in each main race to advance to the next course, this can be an absolute a = = 
nightmare at times, and you may want to tape some padding on your controller ae gk 
to keep from mutilating it. However, you definitely won't finish Freekstyle in a day, Ls : ys 


which lends it ample replay value—a good thing because you won't find a more 
addictive motorbike racer on the GameCube. & 


HE WAS UNDEFEATED. 


HOW WILL. YOU CARRY ON HIS LEGACY? 


BRUCE LEE’ 


PEE LENE TINIEST IAN LONE LER EL AF LUG OLIN YB SIS GEE NCL LE OIL NELLA GD PRED RTL AIELLO, 


QUEST OF THE DRAGON 


De xB0x 


BRUCE LEE 


QUEST OP THE DRAGON 


For the first time ever, you can fight as the one and only Bruce Lee. In Quest of the Dragon, motion 
capture technology authentically recreates more than one hundred of Bruce’s Jeet Kune Do 
moves. Designed exclusively for Xbox, it’s an action-packed fighting game where you'll 
battle hordes of thugs in an epic struggle for survival. Get ready for a fight of legendary proportion. 


Suggestive Themes UNIVERSAL 


Nc UNIVERSALINTERACTIVE.COM 


INTERACTIVE 


Violence 


Bruce Lee: Quest of the Dragon © 2002 Universal Interactive, Inc. Bruce Lee and the Bruce Lee likeness are trademarks and copyrights of Concord Moon, LLP. Licensed by Universal Studios Licensing, Inc. 
All rights reserved. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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W HEN DEAD TO RIGHTS works, it works like magic...a concen- 
trated, brutal, bullet-time ballet of flying shrapnel, soaring debris, and 
airborne bodies, orchestrated by a student of The Max Payne School of Flair 


and Function who occasionally manages to outclass his master. 
When Dead to Rights doesn’t work, it can be pretty painful. 


Where DTR really clicks is in the gunfights. Jack Slate, the 
vengeful antihero K9 cop of this tale, has the same stylistically 
evolved (and gameplay-enhancing) ability to slow down time and 
shoot like the god of ephedrine that Max Payne had. Jack has 
no qualms about capping someone point blank in the back of 
the head after using him as a defensive receptacle for incoming 
bullets; and by the time a scene is cleared of thugs, the emptied 


pistols he’s discarded outnumber the innumerable dead guys by 
a margin of two to one. 


PRORCVieCWS 


“<> BY STAR DINGO 


j SS FUN 
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SOUND CONTROL 


Developed and sobiished by Namco 
$49.99 


Available now 


Action 


| player 


Tony, only “Attack” (tap B) once your 


by, rely on your slo 
gauge is 100 percent full. 


stay alive. 


PROTIP: You can kill Dimitri in the 
nightclub by hurling the propane canis- 
ters found around the perimeter, and 
then shooting them while they're over 
his head. 


You Have the Right To Remain Dead 
Where Dead to Rights backfires (and nearly blows off its own 
hand) is in nearly everything else: Asinine timing-and-reflex mini- 
games break up the flow, and the hyper-basic punch-kick melee 
combat amounts to repetition repeated. Ill-advised attempts at 
being “mature” are either laughable, uncomfortable, or both; and 
the uneven, derivative framed-cop story involves what one char- 
acter calls a case of “intentional murder.” An early chapter in 

which our hero is thrown in jail, stripped of his weapons, 
and forced to participate in a seemingly endless parade 
of tedious brawling and button-tapping mini-games is 
so boring it’s nearly a deal breaker. 


It’s an “Homage” 
While the Max Payne comparison is an obvious one, 
Dead to Rights does enough things differently to stand 
on its own merits. Little touches like the ability to dis- 
~ arm and grab enemies for use as human shields aren’t 
Za just throwaway gimmicks. Cars, garbage cans, and pool 
tables are thoughtfully placed to provide effective cover 
points; even the enemy A.I. is smart enough to use 
| them to its own advantage. While the controls work 
a : fluidly once your brain sorts them out, you'll still 
5 \ occasionally find the camera thwarting you in tight 
quarters or when slow-leaping around a corner try- 
ing to launch into a surprise attack. 
In the end, Dead to 
6 Rights’ good days out- 


PROTIP: Resist the urge to shoot close-by enemies; 
instead, grab them and use them as human shields 
at every opportunity. 


PROTIP: Four ens isdwed by a 
kick is a great combo. You should be 
able to floor most foes this way. 


number its bad ones, and 
it’s worthwhile to trudge 
~ through the occasional 
dull punch-kick sequence 
= and inane spat of dialogue 
to get to the next wicked little 
gunfight. When Jack Slate is on, 
the man is on. @ 


This “sexy” dance sequence mini-game 
is kinda like PaRappa, except without 
any sense of rhythm. 
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bullet trails, flying rubble nd - S 
laser sights weave a web of hyperbolic eee 
pistol style. The rest is rather simpl 
though, and the basic character models 
look a bit unevolved. 


Great sound effects dominate the game, 
complete with a nifty sort of time-dilation 
effect when you dive in slow motion. The 
voice-acting is cheesy, though~~badly 
written and badly delivered—and the 
music is forged from some pretty for- 
gettable industrial-ish rock. 


CONTROL 3.5 


Aside from dealing with the usual third- 
person camera problems and a minor 
learning curve, you'll find the outlandish _ 
gunfights effortless. “Tedium” has a new 
definition, however, when it’s time to step 
up to the super-simple melee combat. 


FUN FACTOR 3.5 


When your infinite guns are blazing and 
you achieve Zen oneness with your on- 
screen persona’s ability to kick ass in 
slow motion, Dead to Rights is as out- 
rageously fun to watch as it is to play. 
Alas, your infinite guns are only blazing 
about two-thirds of the time. 
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BY DUNJIN MASTER 


ABUA 
PROR@C@VLCEWS 


spy fy 
Mvingivels(ayer 


NTO EVERY GENERATION a Slayer is 

born to combat the vampires, demons, 
and monsters that relentlessly plague man- 
kind. After six seasons on television, the 


slayer is finally born on the Xbox, and overall, . ee 
the watchers will be pleased. PROTIP: This snake-demon boss is almost invincible, 


even when she's out of health. Look for switches on 
The Other Scoobi ‘Ss the wall to let the sun shine in, and find a way to 
The story of Buffy is really too complex to get into em see ne ee 
here, but basically, one high school girl is The Chosen One, given 
“= the power and strength to fight vampires and demons. Buffy is, 
ae essentially, a one-girl army, the last line of defense against the 
demons who want to build a bridge between Hell and Earth. 
Buffyphiles will be pleased with the game; Willow, Cordelia, 
Giles, Spike, Xander, and Angel are all voiced by the actual actors 
from the show, and the actress voicing Buffy does a fantastic 
Sarah Michelle Gellar impression. The voices and atmospheric 
music lend an incredible air of authenticity to the game, though 


Devel ope d by The Collective GRAPHICS SOUND CONTROL FACTOR 


Published by EA/Fox Interactive 
$49.99 Action 


Available now | player 


PROTIP: You can’t kill this beefcake 
mutant armored vampire, but if you run 
past him and up those steps in the dis- 
tance, you might find a way out. 


PROTIP: Zombies usually die only if 
you can knock off their heads, but one 
good slayer-power~backed combo will 
dust ‘em just as well. 


ce PROTIP: One crossbow shot to the 
the voice samples during combat definitely get repetitive as _ peart will kill most normal vampires, so 


the game goes on. if you get a free shot, take it! 
- an action Lae . mixes a brilliant fighting sree and a sharp — look with a derivative 


dge. The character desien ae pci look great, but they lack the polish you expect 
an Xbox title this far after the system's soniecbe | 


_ PROTIP: When a vampire starts to 
glow orange, it's aboutto use aspecial =— 
move or power, When you see the glow, ys 

quickly counter with some slayer-power 

of your own, 


nce at the Bronze 


Developed by Rainbow Studios GRAPHICS SOUND _CONTROL _ FACTOR 
Published by Atari 


$49.99 Racing 


Available now 2 players 


“fest 01 eel 
p 00;20.47 
gogiya. 


iin u're an Xbox gamer ie for a good racing game, 
ies deliver sizable thrills and pe Its 18 tracks 


ski goes. “Tha once is the best part of thee game, éffering aves ROTIP: Perform tricks regularly in 

unique, challenging feel. The visuals are respectably sharp but not - order to stay competitive. Successful 

dazzling, while the sounds mix cool | unk tunes with lame smack ag bere rom Parlormence ee 
& P _ full-and your top speed high. 

~ talk from the riders. At the moment, the Xbox isn’t exactly _ 

brimming over with stellar racing games, so Splashdown definitely Sale vés 


ti pack. EN : at least a rental (and, for some, a purchase) to quench your | need for < Gy 
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Violence 


Bi es age 


capcom.com 

© CAPCOM CO., LTD. 2002 © CAPCOM U.S.A.. INC. 2002. ALL RIGHTS RESERVED, CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM | 
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LTD. MEGA MAN is a 


re trademarks of Nintendo. 


= BY STAR DINGO 


FUN 
3 = Developed by Starbreeze Studios in 


4 ™ Published by Conspiracy 


¥ J = 549.99 = Action/ 
adventure 


a] =~ 


no > mid-game save or checkpow’ system to eat the Bad Thing 
more bearable. | 

Otherwise, Enclave is a cool (if simple and linear) action/ 
adventure with a few limited RPG-style options thrown in for 
good measure ——you can buy some new weapons and armor in 
between levels, and.earn different character classes as you go 
along. The graphics z are exceedingly sharp with realistically de- wy = ee ee ee 
failed environments and nifty-looking, well-animated characters. Tet ried De olscsc Pilots 
The sound is topnotch, too, with rousing fantasy music, rich and and you'll suddenly find life (and tar- 
rumbling surround-sound effects, and convincingly monstrous geting) muuuuch easier. 
‘enemy § grunts. Though the controls aren't the best (3D platform-jumping has no business being in a 
game with this cc trol scheme), there's a solid blocking system and missile-weapons targeting system, 
and the combat i is fun and varied. Heck, there’s even a dark campaign to play through after you play 
through the soe guys” ana Too bad the Bad Thing had to go and muck it all up. G) 


BY THE MAN IN BLACK 


= Developed by Rage Software GRAPHICS SOUND CONTROL FACTOR 
4 ™ Published by Majesco 


m $49.99 = Action 


® Available now =| player 


el incl outhel cahedt the Havoc Suit, GunMetal is solid and well-built— it’s just not going to knock your 
| mechanical socks off in the imagination department. Using the workmanlike third-person gameplay view 
and the simple, easy-to-manage controls, you command the transformable Havoc Suit, which nuns 
_ froma mech to the Havoc Jet with ease.  __ ER 
~The 25-mission combat is fierce, and GunMetal weathers the 
: shrapnel-studded storm well. Sounds pound out some pretty 
good ear candy. The Xbox graphics make the whole show look 
sharp, | even if the vehicles sport familiar, unspectacular designs 
Pee ~ and the p ctl resque terrain feels cramped like a 3D diorama. 
anice array By weaponry; F eisver. it has a little hitch in its giddyap with a sluggish strafing move. 
ting adversaries that are operating apo J) isa cra shoot. ag Jet moves fast and the controls 


PROTIP: When time is criti 
Havoc Jet like a dash. Qui ch 


FUN 
= Developed by Ronin Entertainment AI I 
= Published by Universal Interactive 


= $49.99 ® Action 


y fails ¢ to warrant its extensive delay, Although the an en VaLaIS Hee ml payer 
r » stique ad portray various authentic 


to the colorfu ers The euro are . | ae i 
PROTIP: Rive in tight with multiple 


ily the four main buttons, but require numer- - munichelttieh beck 66k fielord dour 
apne and KS to = off pectic moves opponent can counter. 


Oren PROTIP: Use ing leg kicks t t mul- 
Bruce a diehards wil appreciate this game for its complete ets) on Bruce; however, video game fans  tipje attackers i ag Mg = et oes oat cad out mu 


ae will fi ind themselves wishing the developers focused more on the game. Wouldn't it have been cooler to” 
: " oe pomination fi ees game based on nEnter the Drogen? — someday. (Gi) 


GAMEPRO OCTOBER 2002 116) WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


Two Worlds 
in Peril 


immerse yourstl in a lusthons 3D 
Oy world with ites! ~ 


boss battles! 


Test your aed skills in 
stages of hose sword-swins 


Rumble and Temble’s innovative 
team-up system offers a unique 
Kail I~ EAmeplay experience! 


--. One 
Unforgettable’ 


DUO 


DUAL HEARTS’ 


el BL PlayStation.c 


©2002 Sony Computer Entertainment Inc. Licensed to and published by ATLUS USA. DUAL HEARTS is a trademark of Sony Computer Entertainment Inc. "PlaySt hes 
registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights 


rtheir full potential. Wield two at 
~ once to unleash a number of 
Paartling combination attacks! 


: half BY FOUR-EYED DRAGON 
li» = Developed and published by Capcom 
=$19.99 mFighting PoS+ 
@ Available now =2 players 


FUN 
FACTOR 


GRAPHICS SOUND CONTROL 


PROTIP: When Ryo’ $ power bar I is at 
least one-third full, motion 4 NY > Y 
it ¢ © P to execute his 11-hit super 
offensive move. 


S ct cele and sounds that harkens back to the old arcade Sie in 
ae af on ans -_ ae 


For veterans 8 fain 


bie ght at For fight rookies, it means Pro has a huge Sweet stills of Ca fa- 
NK Superstar warriors from which to choose. There _vorite fighters are imme- 


= eae exact-—some familiar, = os Mai, and Terry a. ao 


4 ~The glory dupe of £20 ‘areade fighting have ‘been a 
= revived with another of Capcom’ s ese on re 
popular Capcom vs. SNK serles, — 


GRAPHICS gE 


aes In a high-octane fi cher like cvs Pr 0, quick button presses win the game every - 
time. But performing such exquisite and flashy moves not only requires strong a 
__ fingers, but also some past knowledge of fighting history. Unfortunately, unlike 7 y 
‘ ra 
a 


fighter: mural-like backgrounds, glitzy — 

fighter animations, and some slowdown | 

during heated combos. The cool picture 

gallery and the ability to change uni- 

form colors at your leisure earn an 
extra half point. 


SOUND 3.0 


Familiar one-liners and in-the- 
ring lingo like grunts, moans, 
and shrieks are the extent of 
the sounds. 


CONTROL | 4.0 


the next-generation fighting games, even the training mode doesn’t have a 
move list to help build your hard-knock skills. But once you figure out 
each bruiser’s moves (instead of button mashing), the controls are 
dead on with precision. 

For a PlayStation game, Pro handles well in the visual depart- 
ment. Though the animations aren’t smooth or as sharp as those 
of PS2 games, fighters still perform an exciting dance with their 
punches and kicks. Levels are nicely detailed, and best of all, you 
can edit a character's costume with any color and save it, thanks 
to the Color Edit mode. The normal slap n’ bash sound effects 
and cheesy voices round out a decent sound track. 


The Good OV” Days 
For fighting enthusiasts still holding on to their PlayStation, Capcom 
vs. SNK Pro will entertain you. PS2 owners, though, should skip this 
title and just pick up Capcom vs. SNK 2 instead. (Gi) | 


member all 35 fighters’ moves? 
Unless you have a move list or 
strategy guide of previous fighting 
games, you'll need to experiment _ 
and button mash your way to a win. 
Still, all the special moves and combos of 
each warrior have been retained. 


FUN FACTOR 


No doubt that Pro i is an outdated fi ight- 
ing game. But for PlayStation owners 
who haven’t seen a new game in a while, 
this certainly is worth a rent. PS2 owners 
can also have a nostalgic rool value with 


PROTIP: Perform a s dowel five-hit comb with Rugal: pe in deep, tap HK, HP, and then olin oo Ny a y Ve 8 too. 
€ (LP HP) for three additional hits. 


ai 
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The graphics are true to a Capcom ae on 


How the heck can you re- _ 


eatures Turbo Function 
For AutoFire Capability 


Programmable Allows Up To 12 Difficult 
Multiple Moves To Be Programmed Into 


One Button! 


» Full Color Game Screen Allows You To 


Play Games, Home Videos 
& DVD's Anywhere! 


Wireless Control, 4 Player Multitap, 
AV Selector and Organize PS'2 Games and DVD's with Style! 
Stereo Speakers 


| Add A Blast 
To Your Gaming 


and Favorite CDs! 


MEMORY OAR MEY CAG MEMOMY CAP? 


INCLUDES! 
Remote Gontrol 


Connect Upto 5 Componen oS 
o.Game Console, TV, VGR, DVD) Tuner and) More! 


EVERYONE 


Pe 


COLLEGE FOOTBALL 


A 


Feel the stampeding rush of speed on every play. 


Cut. Duck. Spin. Humiliate. All with pin-point control. 


And trample the living snot out of your opponent's pride. 


SoeGr 


NINTENDO 


GAMECUBE. segasports.com 


MMIACVCEWS ~~ 
Madden NFL 2003 


Published by EA Sports 
Me FOOTBALL IS digging in after weathering a 


Available now 


Sanger eee 


$49.99 Football ) 
2-8 players PLAYSTATION 2 GameCuBe XBox 

spirited charge from NFL 2K2 and NFL Fever 2002 last 

year, By upgrading its roster of features, Madden NFL 2003 is 
looking meaner than ever as the game to beat this season. 


All-Pro Status 


As always, Madden nails the fundamentals. You naturally play a 


full NFL season with every team including the Houston Texans PROTIP: Often, a secondary re- 


this year. The ever popular 30-season Franchise mode gets even _ceiver is open after he runs his pattern. 
better this year with Rookie Scouting Reports and a four-game In Singleback 4WR-PA FIL Stretch, look 
for the flanker after he runs the short 


out to cut inside the defender. PROTIP: For running plays with pulling linemen, 


: ie _— like the Rams’ Singleback-Slot Strong HB Belly Weak, 
Impressive new features in 2003 include online gameplay with the PS2 version and Mini-camp mode's —_ be patient and wait for lead blockers to make contact 


exhibition season where you can evaluate all your personnel 
-and fine-tune your offense, too. 


ao _mini-games for all three systems. Online, Madden for the PS2 is seamless when you use a broadband __ with a defender before you make your move. 


ge for deep man coverage on the wideout running the 


a - c ceiver, especially an all-star wideout 
_» like 49er Terrell Owens. 


connection for peer-to-peer action, but only time will tell how well Madden’s servers handle a packed ward of foot- 
: 7 ball crazies. Mini-camp is a nice addition to the other notable 
Madden extras, such as Two Minute Drill and Practice modes. 
It enables you to ride the Madden Cruiser bus to several enter- 
taining skill challenges in actual stadiums across the country. 
On the field, Madden 2003 features all-pro upgrades. Game 
speed has been juiced just a tad to make the players feel a little 
quicker, something the Madden games have needed. You'll also 
notice that the A.l. has advanced another level, and you'll see 


tonearm nw nan etait 


players making plays all over the field just like in real football. PROTIP: A double juke move will 


The computer's offense is also tougher, and sure-handed tack- sometimes enable a ballcarrier running 
ling by your defense is a must. Also, Madden masochists can __ UPfield to slip tackles. Rapidly and alter- 
~ nately tap L1 and R1. 


still geek out the A.l. to whatever level of viciousness they like. 


PROTIP; The Singleback 4WR-PA FL Stretch used Armchair coaches will especially like the new create-a-play 


by the 49ers, the Rams, and others is potent. Look mode. You even customize receiver routes or alter formations 


_ fly pattern. Here it's B—Owens. garing the-game. 


rs Showtime Meets Go Time 

ee ee | The PlayStation 2, GameCube, and Xbox versions of the game remain 
virtually identical. The graphics are the main difference with the Xbox 
version looking sharpest, the PS2 version sprouting typical jaggies, and the 
GameCube version appearing slightly soft. Each system also adds quirks to 

the controls, but the Xbox game’s controller layout this year is sweet while PROTIP: Try  witlle a“ a baits te ow : 
the PS2 is quick and sure. time. Call a blitz that rushes the out- 

Overall, the audio-visual show is prime-time stuff. Collision-detection _ side linebackers like the 4-3 Sweet Blitz; _ 

a has been refined, and you'll notice nice details in the animation like running than mows att ene ie rush m Santen BAP 
Fela be Guta dehcndiis aoe eal backs slightly shifting their bodies to squeeze through a hole with linemen 
from the defensive line and rushing them unging after them. Such visual nuances are best studied in Replay mode, 
like linebackers; zero in on the backs. — but the overall effect during gameplay is impressive. 

Of course, Al Michaels joins John Madden in the broadcast booth and— 
with all due respect to Pat Summerall—there’s renewed vigor in the voice- 
overs. The booth team responds more quickly to real-time game situations 
and makes comments based on your actual game statistics, too. 


Se na 


FUN 
PLATFORM _ GRAPHICS SOUND CONTROL FACTOR 


A Championship Season 
Even beyond the football gameplay, you have to appreciate the wealth of 
extras and activities that make Madden NFL 2003 such an entertaining and 
GRAPHICS SOUND CONTROL FACTOR 
0 Sas : x) complete package. Just as in real football, every video game football team 
ie PROTIP: Shae ) FAP ehaatt tals has its fans, but there’s no arguing that the Madden football franchise is one 
_ for single-coverage on any wide re- of the best...and it just got better. G 


ie in 
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"Immediately release A to charge up a 
Speed Burst during your run. That way, the back, split a defensive end away 
from the line and rush at the back in 


PROREVLEWS 
NFL 2K3 


FL 2K3 CONTINUES to make a strong 

run for the video game football title. With smart 
A.l., great controls, and a take-no-prisoners approach 
to football, it should earn All-Pro status again. 


Power and Poise 

2K3’s basics are among the strongest in the league. 
You get all 32 NFL teams (Houston Texans are in this 
year), and the best-looking stadiums in the business. 
Of course, graphics and animation have always been 
a 2K strong point. This season, the game sheds its 
“lanky” player models for a more realistic look. The 
makeover is great, but it may take a little getting used 


‘to for long-time fans. Of course, the close-ups for players and coaches remain stunningly realistic. 
NFL 2K3 also sports awesome player animations. You ought to really get your money’s worth 
with the replay cam here. You can see action all over the field, and the amazing thing is that no 


two animations seem to repeat themselves. 


i PROTIP: | Put | hurt on P roneing 
back by taking aim and then pressing 
the Dive button to spear him. 


PROTIP: Big-time players can make big plays on offense 


and defense. 


PROTIP: On kickoffs, press and 


you might have time to press A again 


for another charge. the backfield. 
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PROTIP: Be careful if you try to 
“thread the needle” by passing behind 
a defender. In this game, the defense is 
very quick to read and react. 


As far as the three main game systems go, the Xbox graphics — 
as usual—look the sharpest. However, the PS2 and the GameCube 
versions’ are really not far behind. The sounds for all three systems 
also remain loud and clear. The game sports an ESPN license this 
year, but the mythical Dan Stevens and Peter O’Keefe return for 
booth duty, and they’re better than ever at making calls that mirror 
gameplay and reflect gamer-specific strategies. 

fm In the What's New Department, online gameplay is available for 
@ both the PS2 and Xbox (via Xbox Live) versions. So far, the peer-to- 


Sega hopes to make downloadable roster updates available on Live. 


PROTIP: On defense, if you sus- ee STEEL EL 
pect a singleback set means a pass to = : « = a : SOUND CONTROL FACTOR 


BY BROTHER BUZZ 


= Developed by Visual Concepts 
@ Published by Sega Sports 
= $49.99 @ Football 


@ Available now m2 players PLaySTaTIoN 2 


PROTIP: On defenss. if you split an end away from 
the line offscreen and rush him from there, the offense 
usually picks him up late. 


: —- PROTIP: Most quarterbacks throw more 
peer gameplay is pretty much transparent. Xbox Live additionally sup- accurately when they're not moving. Get in 
ports voice communication for serious trash talkers, and at some point the habit of lifting your thumb off the left 
joystick before you press a receiver button. 


2K3 is also making a push in the Franchise mode wars. The first-person perspective interface 
is very cool, making you feel like you’re at the desk making deals or on the clock during draft day. 


Heads-Up Football 

Where NFL 2K3 really cleans up is on the field. This is a real gamer’s game with an intuitive, joy- 
stick-plus-cursor playcalling system that’s a breeze to learn. The technique actually works well 
with all three joystick layouts; however, with the Xbox you really want to play with the hand-. 
friendly Controller S. 

NFL 2K3 continues to demonstrate quick, cut-on-a-dime football gameplay. Matched with 
great team-specific playbooks (Sega claims 250 plays per team), you're in for some major helmet- 
bashing. The game is a little more tuned toward hardcore players since there are few playcalling 
aids once your squad lines up a scrimmage, unlike Madden NFL 2003 which ‘displays play “‘over- 
lays” to help you remember what to do. 

In fact, 2K3’s keen A.l. takes strategy to another level. You can create your own mismatches 
by positioning players against opponents according to their real-life strengths and weaknesses. 


Playoff Caliber SOUND CONTROL _ FACTOR 
NFL 2K3 is a straight-ahead, hard-as- &, | 
knuckles football game. Some play- 
ers might prefer Madden’s interface 
because it tends to be friendlier to — 
average players and rookies. NFL ge gn 
2K3 is definitely less forgiving if you~ A 
~ | don’t concentrate and come ready ~ 
@ to play. For most hardcore football 
gamers, that ain’t bad at all. (Bh 
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Ruthless CPU > 
anglers to battle. 


Sega Bass Fishing Duel will knock you overboard 
with heated two-player competition. And when 
you finally run out of friends to beat, you can 

tackle the CPU opponents, each with their own 


personalities, strengths and weaknesses. This A Lakes with fully modeled ecologies, weather, and more! 


attitude may not make you popular around the iy fale a , cat 


é lorg emout < The only PS2 fishing game with split-screen 
2b. 1 10z two-player or vs. computer competition. 


watering hole, but it’s lonely at the top, buddy. 


Who says fishing’s not an extreme sport? 


EVERYONE 


Spr “=| PlayStation. 


SEGA is registered in the U.S. Patent and Trademark Office. SEGA and Sega Bass Fishing are either registered trademarks or trademarks of SEGA CORPORATION. OQwow ENTERTAINMENT INC. /SEGA CORPORATION, 2001, 2002. 
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$49.99 


Street Hoops 


HERE ARE ARCADE-STYLE fantasy basket- J paOeie OMG RY 

ball games, and there are serious statistic-laden ae =< tae : ke; 
simulation basketball games—yet only a few titles have jaiaaE shoe , ig SORTER hsp 3 
managed to blend the best of both worlds. Street . : i: Dc 
Hoops could be one of the few with that crossover 
appeal, offering enough challenge for fans of “serious” 
basketball games with plenty of high-flying antics to 
keep action-oriented players happy, too. 


No Blood, No Foul 


PROTIP: Computer opponents generally 
True to its name and goal, Street Hoops captures the save a big push for the second half, so 
look and style of playground basketball—all the skills don't get lazy if you build up a big lead. 

of the NBA but with a hell of a lot more personal expression and hip-hop flava. If you’ve seen the 
Nike “Freestyle” ads or any of the And | Mix Tapes, you’ye seen the guys featured in this game— 
non-pro legends like 2 Man /2 Amazing, The Future, The Main Event, Hot Sauce, and many others 


who do jaw-dropping things with a basketball that James 


PROMEVLEWS a 


" Developed by Black Ops Entertainment 
Published by Activision 


Available now 


PLAYSTATION 2 


Basketball 
4 players 


PROTIP: After you shake one defender, another will 
usually swoop in and stop you cold on your drive. How- 
ever, you'll posterize him if you start your dunk anima- 
tion before he’s set. | 


Naismith never intended. These playground heroes have been motion- 
captured and plopped on digital re-creations of the legendary street 
courts that made them famous (Rucker Park, Mosswood, etc). A 
high frame rate supports the killer crossovers, smooth spins, and 
outrageous dunks that personify street basketball. 

Those flashy moves are integral to the gameplay. VWWhether 
you're playing a |-on-! half-court pick-up game, a 5-on-5 world 
tournament match, or anything in between, the computer plays 


tough defense, and your slick crossovers and spins are rewarded 


PROTIP: The fewer players on the court, with open lanes and strong drives to the hoop. In other words, if 
the more important defense becomes. It's you want to.win, you'll have to break some ankles. As you work 
better to back up and be ready to block 


than to be destroyed by a crossover and 
let the man score. and clothes—plus you can place side bets on games to make a 


your way through the game, you'll earn cash to upgrade your skills 


little more cash, too. 


Shirts vs. Skins vs. Ink vs. Ice 

Where Street Hoops really comes into its own is player custom- 
ization. Activision has licensed tons of major sportswear brands, 
including And |, Snoop Dogg, Sean John, Dada, and several more; 
each of your teams and created players can rock whatever fashions 
you choose. Give your whole squad matching unis, or personalize 


PROTIP: On the in-bound pass, try to 
steal or push for a cheesy, useful turnover. 


each outfit down to the shoes, sunglasses, hairstyles, tattoos, and 


PROTIP: Play tight defense when the 


jewelry. Yet with so many clothing options, it’s almost a shame there — ball is near half-court-many times you can 


yen art aren’t more body types or facial textures from which to choose. get a backcourt turnover for very little effort. 
PROTIP: Long hurled passes downcourt The hio-h Re ee tad Method 4 Rad Cc Hill DMX. and Ludacri bs 
usually don't connect. Avoid te: high risk e hip-hop soundtrack, featuring Method Man and Redman, Cypress Hill, , and Ludacris (among oth- 
of a turnover, and keep your passes local ers), never intrudes on the game— it quietly pumps in the background, setting the tone but letting you concen- 
unless absolutely necessary. trate on the game at hand. Unfortunately, the announcers get annoying, repeating their phrases often—there 


passes via the right analog stick. 


the games play and feel the same. 


Ball Above All 


(press B on the Xbox controller or © on the PS2 con- 
troller) early and often to try to jar the ball loose. Some 
players are more likely to give up the rock than others. 
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fee. Street Hoops straddles the line between arcade and simula- 
Sea: f= tion nicely. Players move, look, and behave in a realistic 

== fashion, but fatigue, substitutions, and playcalling don’t inter- 
rupt the fun. It’s like a two-way bridge from NBA Street and 
eT ee a (@> NBA Jam to NBA Live and NBA 2K3, and it’s worth a rent 
PROTIP: When fouls are turned off, make hard contact (at the very least) for just about every basketball fan. @ 


must be another phrase after hard contact than “C’mon, this ain’t football!” Intuitive and respon- 
sive controls on both platforms make the hard stuff easy, and the game supports icon i yas pi 


There’s almost no major difference between the two platforms. The Xbox srapies We slightly 
crisper, and the turbo button is located in different places on each system's controller; otherwise, 


PLATFORM _ GRAPHICS 
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GAME CUBE 


Beach Volleyball has 
Never Been Hotter! 


NINTENDO 
GAMECUBE. 


NCAA College Football 2K3 


PROTIP: Studying replays is very 
‘helpful in learning the intricacies of 
how your opponent is reacting to you. 


Strike Cv 
sett — Switeh 3 


PROTIP: The computer will select 
a solid play from the crazy array of 
choices available if you keep hitting < 
on the PS$2 controller and A on the 
Xbox controller. 


The improved facial animations of 
NCAA 2K3 add a great emotional 
touch to an emotional game. 


: PROTIP: Avoid hurdling too often during runs since it 


ups the chances of an untimely fumble. 
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PRORECVLEWS 


-are in for a great game, but it’s one that doesn’t quite 


-you could eat off them. Both the PlayStation 2 and Xbox versions look 


Published by Sega Sports 


Football 
$49.99 8 players (52) 
Available now 4 players (Xbox) 


O*: OF THE charms of the college game is 
that’s it’s more raw and emotional than the pros, 
and Sega's NCAA College Football 2K3 does a good 
job at capturing those qualities: Amateur pigskin fans 


overtake its main competitor. 


New Partners 


Sports gamers felt a collective shudder go down their 
spines when Sega announced that it had acquired the 


ESPN license a few months ago. No game brandishing 


the ESPN logo has lived up to what fans of the high- - PROTIP: Maximum passing Is even more effective in the 
college game as defenders are not as consistent as the pros. 


adrenaline cable channel would consider an awesome : 
sports game, that is, until now, Sega’s NFL 2K engine is one of the best 
things to happen to football fans unhappy with Madden’s brand of simula- 
tion. This year’s NCAA Football is based off the core of. NFL 2K2 but with 
many improvements in almost every category. 

The most obvious upgrades are in the graphics, including a wider range 
of player sizes and appropriately expressive faces under helmets so shiny 


great, and the differences between the two are pretty minor. Player anima- 
tions are fluid, although bumping up an older engine seems to have created 


a few imperfections in how collisions and transition movements look. It PROTIP: The college game is rife 
doesn’t affect the gameplay, but it does take away from the otherwise per- _ with penalties, so don't blindly accept 
fect TV-style presentation. them all. 


Strike Up the Band 


The 2K games have had fantastic play-by-play, and NCAA is no different. 
You won't find any ESPN personalities during the game this year (although 
Dan Patrick makes a quick video appearance in the opening movie), but 
you will get hours and hours of entertaining and insightful banter, especially 
during replays, between the fictional commentators. You get marching bands 
and fight songs, but it all seems more low key than what youd hear at a 
real game, and the same goes for the crowd decibel level, too. | 


Anyone familiar with Sega’s NFL games will have no problem with the con- 


PROTIP: Defenders come down. 
field with amazing speed on punt 
but again the differences are nothing to get ina stitch about. The overall’ returns, so eye thelr patterns before 


pace on both platforms is speedy and friendly to twitch reflex gamers. you catch the ball, 


The Best ESPN Game Ever 


NCAA is feature heavy and includes all 117 Division I-A teams and stadiums, a select group 

of I-AA teams, 25 bowl games, and a comprehensive Legacy mode. Legacy i is pretty much a 
modified Franchise mode that enables you to create a school from the ground up, putting you 
in the role of a coach for up to 30 consecutive seasons. You don’t have to stay with the same. 
school, and you can even draft seniors you’ve developed into the upcoming NEL 2K3. 

While all this is great, it still comes up a tad short 

compared to EA’s NCAA football game, especially in 
the college atmosphere category. EA just has the 

_ whole look and feel nailed down, although loading 
times are much shorter and players’ heads are better 
proportioned in both 2K3 games, 

If you're a 2K fan, there's no question this is ‘dhe 
game for you. Even though the overall presence of 
the game’s big-name license is light this time out, 
NCAA College Football 2K3 is the best ESPN game 

ever, except for maybe NFL 2K3. G y eg eee Ee rye 


trols. The PS2 version feels slightly more responsive than the Xbox version, 
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BY DR. ZOMBIE 


PROREVLEWS 


Developed by Red Zone 
Published by 989 Sports 


NFL GameDay 2003 pale now 


Football 
PLATFORM 


PlayStation 2 


S 


989 SPORTS DELIVERS its latest installment of NFL 
GameDay onto the crowded PlayStation 2 NFL playing 
field. In past years, this long-running franchise has fallen 
short of the bar set by category leaders EA Sports’ Madden 
and Sega’s NFL 2K. This year, the advances in gameplay, 
graphics, and features are quite noticeable as GameDay is 
a solid, enjoyable football experience; however, it’s still not 
yet ready to take the starter position. : 


SPORT 
Football 


(Truly) New and Improved 

The most noticeable improvement is the fluid graphics that 
feature smooth 60 frames-per-second animation, more 
detailed players and stadiums, and cut-scenes between 
plays. The players have more depth and weight onscreen, helping to discern one from 
another in crowds. The revised onscreen playbook presentation follows the NFL 2K 
method of overlaying plays onto the playing field so you can visually see how they will play 
out; however, flipping between sets of plays is still a little awkward. Additional improve- 
ments include-a three-man commentary booth, plus sideline re- 
porting that actually tends to increase chatter. The new kicking 
interface, which enables you to put a little English on the ball, is 
a unique authentic touch. Online play is a prerequisite this year, 
but the version we tested was not yet online capable. 


PROTIP: For more effective jukes, 
move sharply left or right just before 
the juke move. 


(Game) Days Ahead 

GameDay restores some of its luster by looking sharper and 
playing crisper than it has in previous years. 989 Sports has taken 
big strides in recognizing and addressing its shortcomings, and it shows in this football experience. Still, Madden and 
NFL 2K3 have also made forward strides this year, so GameDay takes a respectable place behind those starters. & 


PROTIP: The lower you aim on the 
ball, the more straight up it will go. 


. ' BY DR. ZOMBIE 


Developed by Red Zone 
= Published by 989 Sports 


$49.99 


NCAA GameBreaker 2003 


Re 8 pl 
PLATFORM NCAA GAMEBREAKER 20039 isa brand-new pigskin sacri rai (with 
PlayStation2 experience showcasing improved graphics, animations, play- Football adapters) 


books, and features including online multiplayer competition. 989 Sports 
hit the books in the off-season to ik ttc up several areas and deliver a solid game that doesn’t topple 


EA’s NCAA Football dynasty but nevertheless grants itself a 


SPORT respectable spot on the PS2 roster. 


Football 
Extra Credit Efforts 


The graphics engine has been completely revamped with smoother 
60 frames-per-second onscreen action, more detailed player 
and stadium models, and a more useful playbook interface over- 
laying each play on the field. Additional improvements include 
being able to call “hot routes” for your receiver at the line of 


PROTIP: Take advantage of zone ioe s 
coverage by aiming for the short- scrimmage and more control of your special “game breaker 
route receiver(s). on the team. Solid controls and the new kicking interface allow 


for total control of your punting game. Authentic school fight 

songs with unobtrusive booth commentary, various game modes, 
and the ability to recruit hot prospects from high school and 

junior colleges all add to the realism of the college ball experi- 
ence. Online play is a prerequisite this year for every PS2 foot- 
ball game, but at press time the reviewable version wasn’t ready 
for online gameplay. , 


Wait Till Next Season 

This year it’s clear that GameBreaker—and its sibling NFL 
GameDay—are much better in all facets of gameplay. It doesn’t 
deserve starter status because its competition has a bigger head 
start with their titles, but it’s definitely a’big step in the right direc- 
tion to. contend for console dominance next year and beyond. @ 


PROTIP: Angle your tackles on receivers sie of 
head-on for a better chance to knock out the ball. 
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FUN 
GRAPHICS SOUND CONTROL FACTOR 


PROTIP: Kickoffs sion either sideline - 
limit the return lanes for the ball carrier. 


PROTIP: Five. or enishie delehders at the line of 
scrimmage signals pass coverage; call a run audible. 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


The new and improved playbooks 
allow you to see how far plays ve 
unfold onfield. 


PROTIP: Run closely behind your 
linemen at the snap and look for 

holes they create as they collide into 
the defensive front line. 


BY PONG SIFU 


= Developed and published by Microsoft 
™ Target release date: September 


Though it garnered heaps of praise for its iber-realistic graphics and wickedly 


amazing animation, Microsoft’s console-gridiron franchise suffered some criti- 
cism due to a lack of player 

siaisipoeiiicininatthaiasintia eats control and computer A.l., 
which was a bit on the tepid 
side. Microsoft has promised 
to address these issues in NFL 
Fever 2003, and the results 
were readily apparent in the 
playable build. Improvements 
have been made to the pass- 
ing defense system; players 
exhibited more specialized 
behavior patterns than be- 
fore; and overall, the game 
felt. more realistic than last 
year’s version. 


t TV 


sophomore outing. New to this year’s edition is the Uniform Editor, 

which will enable you to create and customize your own uniform us- 
ing pre-existing teams’ uniforms as a template. Even better, the all-new Play 
Editor—enabling you to create your own plays—was up and running in the 
preview build. VWVith a few button presses, you could select formations, choose 
between running or passing plays, set pass patterns for receivers or running 
backs, program blocking, and determine whether or not your receiver will 
run in motion before a play. 


The graphics department was where NFL Fever 2002 really shined, and the 

preview version of 2003 was even more visually stunning. Many new anima- 

tions have already been implemented, and the player models boasted more 

details and accessories. The lighting, real-time reflections, and textures were 

all jaw-dropping gorgeous, and the game ran super smooth and steady. With 

such fierce competition from console NFL offerings from EA Sports and Sega Sports, Microsoft has its work cut out 


for it. But if the new features and improvements are implemented in NFL Fever 2003, it looks like the game might 
even give Madden NFL 2003 and NFL 2K3 a run for their money this fall. 
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Get behind the wheel and back on the streets as Tanner, the world’s fastest undercover driver. An international 
gang war has erupted, and you are caught in the crossfire. Experience all new urban chaos as you dodge U.S. 
and Brazilian gangsters. Keep your cool and don’t blow your cover - YOU ARE THE WHEELMAN! 


vamage , Felony 


ee T 


snzop feery_ ‘DaraENN AT Felony 


i aoe. se 
| Pee 5 | 


xe 


On SOR 


Superior driving physics and Take Tanner on 30 action Multiplayer mode allows 
dynamic special effects push packed missions throughout 2-4 players to compete 
the Game Boy®Advance to Chicago and Rio. for Wheelman status! 
the limit! 


f 4 
a 
Licensed by Nintendo. Nintendo, Game Boy, Game Boy Advance and the Official Seal are trademarks of Nintendo. : 
© 2001 Nintendo. REFLECTIONS 
Oe] E Stet =ae  Driver™ 2 Advance ©2000 Infogrames, Inc. ALL RIGHTS RESERVED. Driver™2 created by Reflections Interactive DEVELOPED BY 
Limited, an Infogrames, Inc. studio. Manufactured and marketed by Infogrames, Inc., New York, NY. The Atari 


trademark and logo are the property of Infogrames, Inc. All other trademarks or registered trademarks are the property a nn arte 
of their respective owners. SS aa 


e r @ V L @ W S g »N eel aaa, 
NASCAR Thunder 2003 


Published by EA Sports 

Target release date: October 
EA Sports’ NASCAR series flourished when Madden developer Tiburon took over the reins last year, and 
the preview versions of NASCAR Thunder 2003 look primed to deliver another quantum leap forward. Naturally, the 


GameCuBe 


PLaySTATION 2 


- graphics are being souped up—in particular, the tracks will sport tons more detail and pre-race pageantry— but it’s 
the slew of new features that will make the eyes of stock-car fans bulge. 

An impressive, in-depth Career mode will enable you to build and own multiple cars, recruit team members ranging 
from crew chief to fabricator to jackman, and even do R&D to improve your cars’ performances. You'll have to manage 
sponsors and cash to pay the bills, while novel ideas like quick yellow flags will manage to be both fun and authentic. 

For the less hardcore, modes that 


enable you to play through a season, 
get instruction on each track from 
your favorite driver, or tackle a series 
of mini-game—style classic NASCAR 
moments will provide plenty of op- 
tions. If you’re a NASCAR fan of any 
degree, Thunder 2003 looks like it’s 
shaping up to be driver of the year, & 


NHL 2003 fe ; a Developed by EA Canada 


Published by EA Sports 
IF YOU'VE ENJOYED EA Sports’ x } ™@Target release date: September 


hockey series, NHL 2003 should 
please you as much as a big free-agent signing on your favorite team. While 


Off Season Central 


_prnemiantanivasresanirasss riibisiaanbixnaeniwermenemmeoneteynernet mien torent aN 


craebasceceescasase 


the now-classic formula looked largely unchanged in the preview versions, a 
roster of sharp tweaks and refinements should give fans enough reason to 
return to the rink this season. One of the bigger new features will be the up- 
grade of Season mode to Franchise mode: Along with multi-season play, you'll) }igp ro ne : | eh 
also now draft rookies and sign free agents in the off-season. The love-it-or- ; 


2003 
Stanley Cup® Champions 


hate-it smart-ass commentary will be back with a vengeance, but you'll also 
have the option of going for just the on-ice sounds. 

The fast, arcade-like feel to the gameplay will remain, 
augmented by new features like a game-breaker shot and 
the cool “dynamic deke” moves. As long as the feel of 
the skating and other controls is properly tuned up be- 
fore the new season starts, NHL 2003 should be the 
2 eS high-scorer that fans have grown to expect...at least 
until—and if—-NHL 2K3 shows up 
later this fall to turn up the heat. & 


HANAN 
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_. THE FELLOWSHIP OF THE RING -- 


OFFICIAL GAMES BASED ON THE LITERARY WORKS Of J.B.R. TOLKIEN. 
COMING SOON 


WWW.LORDOFTHEBINGS.COM 


Blood 


Violence 4 2 PlayStation.2 GAME BOY ADVANCE 


“The Fellowship of the Ring” interactive game © 2002 Vivendi Universal Games, Inc. All rights reserved. The Tolkien Enterprises logo, together with “The Lord of the Rings,” “The Fellowship of the Ring,” and the characters, events, items, and 
laces therein are trademarks or registered trademarks of The Saul Zaentz Company dba Tolkien Enterprises under license to Vivendi Universal Games, Inc. Black Label Games, the Black Label Games Logo, Vivendi Universal Games, and the 
ivendi Universal Games Logo are trademarks of Vivendi Universal Games, Inc. in the U.S. and/or other countries. Microsoft, Xbox, and the Xbox logo are either registered trademarks of Microsoft Corporation in the U.S. and/or other countries 

and are used under license from Microsoft. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Nintendo, Game Boy and Game Boy Advance are trademarks of Nintendo. © 2001 Nintendo. 
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)OLE-PLaAYER'S REALM 


er EN SQUARE AND Disney first announced Kingdom Hearts last year, 
no one really knew what to make of the project. Why are Donald and 
Goofy hanging out with Japanese RPG-type characters? What's with all these 


PLATFORM 
PlayStation 2 


Final Fantasy stars making cameos? This isn’t (spit) edutainment, is it? Fortu- 
nately for gamers, Square has 


taken 75 years of Disney his- fF Te | thought [ might be able to 

tory, added a few pages from See help you, so | made this. 

its own library, and created me j 
what’s easily the best action/ 
RPG for the PS2. That deaf- 


ening roar you hear is the col- 


lective sigh of relief coming from 
diehard Square fans everywhere. 


STOP DRACECINE MY HEART AROUND 


Your alter ego in Kingdom Hearts is Sora, who lives on Destiny 


Island with rival Riku, love interest Kairi, and a grab bag of Final PROTIP: Don't forget to visit Pinocchio and Gepetto 


Fantasy characters. This idyllic life is ruined by an invasion of the __in Traverse Town once you rescue them. They'll have 
a nice new Keyblade weapon for you. 


om, Heartless, a horde of creatures under the control of Male- 

Le ficent and a cadre of Disney villains. This group is using the 
Heartless to search for seven “princesses” (Disney heroines) 
PROTIP: Once you get the knack down, Who are needed to open a cosmic door that’s probably best 


it's easy to level up early by striking not tampered with. Teaming up with Donald Duck and Goofy, 
Tidus just as he’s about to hit you. 


you must use the magical Keyblade to smite the Heartless, 
restore each Disney world (pun intended) to normal, and give 
the game the happy ending it deserves. 


| Tw LATE, Tw LATE, 'w LATE 
Rokk Every world you visit in Kingdom Hearts is based on a famous 
‘an “—_ Rt arg Disney movie, from Alice in Wonderland to The Nightmare Before 


SA tear =, Christmas (Japanese developers have odd tastes in Disney films). | . i 
‘ PROTIP: You can’t hurt Ursula here unless you 
neutralize her magic pot. Note the color of her 


a witches’ brew and hit it with repelling magic (Fire 
PROTIP: To reach Oogie Boogie in = (such as proving Alice’s innocence to the Queen or helping Ariel _if the pot is glowing blue, for example). 
this battle, defeat all the weak enemies 


and step on the flashing button that's Pee al 
nearest to his current location. hero (or heroine) join your party during the quest, but only 


Donald and Goofy stick 
with you until the end. 
The game's battle 


Saving each universe from the Heartless entails completing a 


quest or two, which mostly follow the plot of the original film 


defeat Ursula). You’re occasionally allowed to have the world’s 


system is reminiscent 
of old N64 Zelda 
games. Besides laying 
down the law with 


- your Keyblade, you ee i Magic 
eo eee «can use MP for magic é ‘ mee 
PROTIP: Monstro the whale appears for and summons as well EER a Wy eee aia 
the first time when you travel east from PROTIP: Your target in the final battle PROTIP: Locking on is most helpful when you're 
Agrabah. After the Pinocchio-inspired in Agrabah isn’t the genie himself—it’s the tracking down that last enemy of the pack. Using it 
quest is over, he shows up randomly at °QU!IP New battle lamp lago the parrot is flying around with. during a melee usually makes Sora target something 
that point throughout the game. moves. Although you you don't care about. 


- Items 


as ability points to 


Pat ew 


Created 9/18 Need” % Quantity Stock 


HED 


= & = Sheli-5O- 


PROTIP: The only way to get Sora’s PROTIP: Postcards are hidden in lots PROTIP: There’s no need to pilot PROTIP: Defeating Bounerwildé (the 
final weapon is through item synthesis. of hard-to-reach spots in Traverse Town. your Gummi Ship through paths you’re female monkey Heartless from the Deep 
Concentrate on mushroom-type enemies Returning them to the mailbox can net allowed to skip via Warp Drive—unless Jungle) is a great way to earn money 
to find the ingredients you need. you some useful items. you're searching for Monstro, that is. early in the game. 
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| BY FENNEC FOX 


Developed by Square Soft 
Published by Square EA 


$49.99 RPG 


Available 


can't control your two companions, they mostly behave sensibly, September 


healing you in times of need and doing a fairly good job of 
keeping themselves alive. 


ZERO TO HERO 


As youd expect, the graphics and sounds are gorgeous, 
easily on par with what Square managed in Final 
Fantasy X. All the backdrops are spot-on 
with the original movies, and it’s hard to find 
a single blemish in the animation. The voice- 
acting, in particular, is positively dreamy: The 
Disney characters sound exactly like they 
should, but Haley Joel Osment (playing Sora) 
steals the show with his cocky but not whiny per- 
formance. Old Final Fantasy nutters will love hearing 
Pee what Cloud and Squall sound like, too. If you can 


“Rend £ 
fia) 
@ Magic 
items 
9 


PROTIP: There are four pieces of evidence to find 
in Wonderland. You'll need at least three for the 
Cheshire Cat to teach you Blizzard magic. 

forgive the fact that Square didn’t lip-sync all the 


dialogue, the cut-scenes are among the best 
the PS2 can manage. 

Although not an easy-peasy kids’ game at all, 
Kingdom Hearts’ action progresses very smoothly, 
and most gamers should reach the end without much 
frustration. The only disappointment is the shoot-em- 
up sequences where Sora has to navigate Donald’s 
“Gummi Ship” between worlds. There's actually 
a full-featured Gummi Ship creation system, 

complete with blueprints and rare parts, but 
’ XY the shooter stages are just plain tiresome, 
| A and most players will want to get done 
. with them as soon as possible. 


THE MACIC KINGDOM 


Please don't let the Disney logo scare you away from Kingdom Hearts. Not only is the game a 
full-fledged Square RPG, but it’s also a pretty long one (a good 30 hours, if you try to find all the 
secrets). The effort is worth it, too—the ending sequence not only blatantly sets up for Kingdom 
Hearts 2, but is also among the best finales seen in any Square title ever. If you were a Kingdom 
aN Hearts skeptic before, consider your fears officially assuaged: Action/RPGs (and Square games) 


\@ | don’t get much better than this. @ 
&. > 


PROTIP: The Dodge Roll and Glide abilities are 
indispensable for defeating Cloud at the Coliseum. 
Stay in the air when he thrusts, and use Dodge Roll 
to evade his aerial attacks. 


Yes, Kingdom Hearts has a secret ending. What's more, you're essentially required to discover nearly every hidden 
surprise the game has to offer to view it. Here’s a small tour of some of the extras that Square has kindly inserted 


| player 


into the game. 


These little marks (which come in 
five colors) usually reveal new passage- 
ways or caches of treasure when ac- 
tivated. There are 46 in the game, but 
you can't unlock ’em all unless you 
have the necessary activation item 
for each color (usually procured by 
defeating bosses). 


Pongo and Perdita (irresponsible 
parents that they are) have lost all 
99 of their pups, which are now 
scattered around the game in 33 
separate treasure chests. After you 
find a new batch, return to the Dal- 
matians’ house in Traverse Town to 
see if you’ve earned any rewards. 
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Over in the Hercules-themed world, 
Phil is holding a series of three battle 
tournaments. The fighting tends to 
get really hard really quickly (the last 
tournament is a gauntlet of 49 battles), 
but it's the only way to earn some Key- 
blade upgrades and Trinity abilities. 
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FUN 
GRAPHICS SOUND CONTROL FACTOR 


. Agus 457 


isovonccstscsace : aie \ A aa 
PROTIP: Don't get too uptight if one 
of your companions falls in battle—he'll 
usually return to consciousness after 
a while. 


GRAPHICS 4.5 


Kingdom Hearts has a soft, colorful look 
that fits perfectly with the movies it’s 
trying to emulate. The only flaw is the 
occasional frame rate drop during large- 
scale battles. 


The soundtrack is mostly Disney song 
remixes, but it’s all well done, and the 
original music is the classic Square quality 
you've come to expect. Also, Disney 
voice-acting is the best thing to ever 
happen to video game cut-scenes. 


CONTROL 4.5 


Navigating underwater in the Little 
Mermaid-themed section is murder, but 
the rest of the game works very 
smoothly. Camera control is blissfully 
stress-free, which is always vital for a 
game like this. 


FUN FACTOR 4.5 


Oh, if only those Gummi Ship segments 
didn’t exist! They're the only blemish in 
what's otherwise the best action/RPG 
since the two N64 Zeldas. Improbable 
crossovers really do work sometimes— 
who knew? 


Winnie the Pooh’s universe is a bit 
different from the others: He lives in 
an old storybook, the pages of which 
must be found by Sora to complete 
the world. Once you have them all, 
you'll have to follow Pooh through a 
series of mini-games cunningly dis- 
guised as short stories based on the 
old movies. Quite fun. 


OLE-PLAYERS KEALM 


QafenCa\ ml Calpe 


THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES Faw Developed by Game Arts 


Grandia Xtreme 


= Target release date: September 
Enix AND Game Arts wisely decided to call the latest game in the 


Grandia series “Xtreme” instead of “Ill” for a very good reason: It will be 
much more of a dungeon hack than a full-fledged RPG. Sure, there’s a story— 
young ranger Evann is shanghaied into joining the army and has to ferret out 
the source of a catastrophic elemental disruption—but the focus here will be 


on exploring the game's eight dungeons and losing yourself in the battles, the 
best part of the previous Grandia game. 
Although the U.S. preview version—sadly—didn’t include Mark Hamill and 


Lisa Loeb’s voice-acting, the sheer depth of Xtreme’s character building and 
fighting system was already obvious. You'll be able to choose party members 

and raise them any way you want, collecting mana eggs to boost their magic 
or concentrating on skill books to power up their physical attacks. This total 

freedom will make RPG fanatics scream with joy, but it could also be a good 
change of pace for casual gamers sick of Final Fantasy—style epic stories. You 
can have a go at it this September. G, 


BY FENNEC FOX 


D U es | -~ & a rts “a = Developed by Matrix Software 


= Published by Atlus 
MATRIX SOFTWARE, THE outfit Pim Wil == Target release date: August 


PLayYSTATION 2 


HANDS-ON 


responsible for the extremely difficult 
PlayStation game Alundra, have thankfully learned a thing or 
two in the years since. In Dual Hearts, the company’s latest 
action/RPG, you'll play as a talented treasure hunter who's been 
stuck with the unfortunate task of venturing through the dreams 
of 15 different people. During the game, you’ll be assisted by a 
ax Baku, a trippy, magical, dream-world creature 
who will help you with monster bashing and an 
occasional platformy puzzle. 

Dual Hearts obviously borrows most of its 
inspiration from Zelda, but the game's graphics 
in the full Japanese version—drawn in a pleasant 


kind of fairy-tale pastel—made it look more like 
a PS2 sequel to Square’s Dewprism. While it was a little slower-paced and more complicated to con- 
trol than either of those games, the game was easy to get into and showed off some very original 
dream-inspired worlds to explore. Especially worth noting was the Draw Card system, which enabled 
you to absorb elemental powers and use them to convert your basic weapons into powerful tools of 
destruction. The U.S. version should be in stores by the end of summer. (Gr) 
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v 7° MmMOSt te ghigue of quests! A’ spell has been cast | 
a 4) Uportre: kingdom. Your fair maiden, Princéss | 
Pritietitihas been snatched up by, the evil 
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Seven challenging quests to 
_ keep you on your toes. 


Determine your fate - Choose the next 
stage at the completion of each level. 
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RQLESPLAYERS REALM 
Prevleus Win 


Developed by Media Vision 
a 
Wild Arms 3 


Published by Sony 

Target release date: October 
Now THAT WE’RE all used 
to cel-shading in Japanese RPGs, 


PLAYSTATION 2 


the anime-ish 3D graphics in 
Wild Arms 3 aren’t quite the 
shock to the system that they 
were at this year’s E?. Still, the 
preview version 
looked impressive 
and was as user 
friendly as possi- |p #ge) ug2iiuP a66/ 187 | RP 
ble. The most ob- Ege=ammESS SSeS 
vious enhancements were in the fighting system: Someone has 
obviously been playing a little Grandia Il, because enemy position- 
ing will now play an important part in every battle. Couple this 
with a new keyword-based conversation system, and you'll have 
a game that may finally escape the shadow of Final Fantasy when 
yimx 00:49:31 i it comes out this fall. 


BY STAR DINGO 


Summoner 2 ao Developed by Volition 


UNTER LAR My 


} Published by THQ 
RATHER THAN PLACING you in : Target release date: November 


the traditional RPG role of a Level | 


PLaySTATION 2 


small-town yokel, Summoner 2 will cast you as Maia—beloved queen, goddess reborn, and prophesied savior of 
everything breathing and good. The demo build boasted a revamped real-time combat system featuring eight playable 
characters (three of which could be in your party at once), but RPG elements were also in full force as each character 
had his/her/its own huge variety of complex fighting techniques governed by a highly flexible skill-point system. You 
7 can expect a strong story, too, a surreal science-fantasy-tinted tale that will draw its 


graphical inspiration from the same well as Aeon Flux and Vampire Hunter D. G7) 


Dynasty Tactics 


DYNASTY TACTICS WILL focus 
on the tactical situations in the Three 


Developed and published by Koei 
Target release date: September 


PLAYSTATION 2 


HANDS-ON 


Kingdoms. You'll become one of three heroes from the Three Kingdoms 
era (Liu Bei, Cao Cao, or Sun Ce), and recruit officers and build armies to : 
conquer any of 60 cities in ancient China. On the field of battle, your offi- ~pderee 
cers will lead the charge, each with their own list of special Tactics that | . 


can be linked into Combos if your strategic mind is clever enough. Your 
officers will get better with combat experience, opening up 
new Tactics and more avenues for victory. Gr) 


63 7s ‘Defeated | 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Try your hand and play to win! 


Computer Contest. Win a tricked out gaming computer with 2.0 Ghz 
Pentium 4, 1 Gig. RAM, 120 Gig. HD, DVD, Windows XP, Nvidia card and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Microsoft XBox, Nintendo Gamecube and Sony Playstation 2! Get all three or trade 
the ones you don’t want for CASH! Bonus options include: 33” monitor, $1,000 in 
games you choose, Gameboy Advance, cash, accessories and more! 


Yes! 


WORD LIST and LETTER CODE chart 
PINCH .....W PRESS K BLAST 
BREAK S SPRAY 
STOMP KR - PRESS 


CRUSH SCORE .....— SLANT 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


| The Ultimate ove $20,000" w pres 
Gf Gaming Rig!! 


Rattlebrain 
“We Make You Think...” 


Media Rig Contest. The Ultimate Gaming Environment, 60 inch HDTV 
monitor, 130 watt receiver w/ Dolby Digital, DVD and all components shown. Win 
DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


Directions. Fill in the Mystery Word Grid with words oing across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you by mail. You will have 
3 weeks to solve each puzzle. We don't know how many will I ay but typically 55% 
will have the highest score possible score to Phase I, 43% to Phase Il, 36% to Phase 
Ill, and 32% to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
|_| ($3.00) Video Game Contest 

(] ($3.00) Media Rig Contest 

|_| ($3.00) Computer Contest 

|_| ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Age 


Q 
cS 
ae) 
> 
2 
S 
= 
> 


State Zip 


SEND CASH, CHECK, MONEY ORDER TO: 
RATTLEBRAIN, P.O. BOX 9315 
PORTLAND, OR 97207-9315 


ENTRY DEADLINE: POSTMARKED BY Nov. 30th, 2002 * ENTRY FEE MUST BE INCLUDED 
must be under 30 years old to play. Suppliers of Rattlebrain, Inc. ineligible. Not responsible for 
q cisions are final. Open to residents of the U.S. and Canada. Winners determined no later than 
Ninners List and Official Rules by writing: Rattlebrain Rules, 1511 SW Park Ave. #1102. Po 
ames and models are trademarks of their respective companie _ along magazine, 
tion with this contest.(And, if you've read all this you have the personality type to win).©2002 Rattlebrain, Inc 


Verifiable retail value of contest prizes: Media Rig $7,012.00, bonus options $4,699.00. Computer $2,500.00, bonus options $3,587.00. Video Game $900.00, bonus options $4,799.00. 
-This is a paid advertsisemnt hy Rattlebrain, Inc.- 


RauesPLavErss REALM 
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Developed by Sting 
Published by Ubi Soft 
Target release date: Fall 2002 


Evolution Worlds 


Us! SOFT WILL try to provide RPG salvation to GameCube fans this fall with Evolution Worlds, an enhanced 
port of the two Dreamcast Evolutions rolled into a single, 40-hour epic. Although the preview version betrayed its 
Dreamcast roots with its to-the-point cartoony graphics, the game itself ran very smoothly, and it was easy to dive 
in without expending too much time on preliminaries. If Lost Kingdoms is too avant-garde for your tastes, this might 


be the game that will finally fill the RPG hole in your library. GB 


ye 4 LINEAR 


35 


BY FENNEC FOX 


Legaia 2: Duel Saga 


Most E3 ATTENDEES remember 
Legaia 2: Duel Saga as the game where 
every battle looked like the final battle, what with all the summons and special 
moves and whatnot springing forth from your party the moment the game be- 
gins. The battle system in the U.S. preview build was a welcome deviation from 


the RPG norm, although 
it was a little hard to see 
the correlation between 
controller moves and 
attacks at times. The 
foundation for a solid 
Japanese-style RPG was 
definitely there, and the 
story was epic enough 
that fans of the genre 
may want to take a sec- 
ond glance this fall. @ 


Developed by Prokion 
Published by Fresh Games 
Target release date: September 


PLAYSTATION 2 


HANDS-ON 


r ; a 


TOTAL 


BY STAR DINGO 


Developed and published by LucasArts 
Target release date: Spring 2003 


PLAYSTATION 2 GameCuse 


Oo, TIMMY, DO you like gladiator 
movies? Then you might want to 
check out Gladius, a tactical strategy/RPG 
that follows two heroes—each with their 
own story line —as they manage and train 
a school of gladiators from |6 character 
classes to rise above their stations in life 


and become axe-swinging, 
magic-wielding, arena-battling, 
god-killing death machines. 


Gladius will employ a few nifty features to set it apart from the 
rest of the tactical pack, including a PaRappa-style attack meter 
that powers up combos, a grid-based battle system (seemingly 
inspired by Final Fantasy’s ATB system), and a “crowd support” 
meter that can help or hinder your side depending on who the 
audience favors. @ 


Note: All screens shown here are from the Xbox version. 
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It's up to Mario, his water pack and 
you to make things less toxic and 


RATING PENDING _- 
. Visit www.esrb.org 


or call 1-800-771-3772 


for more info. 


: 
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GAMECUBE 


an more tropic in Super Mario Sunshine,” 
= ty. only for Nintendo GameCube.” 


© 2002 Nintendo. ™, ® and the Nintendo GameCube logo are trademarks of Nintendo. © 2002 Nintendo. Game and Nintendo GameCube sold Separately. www.nintendogamecube.com 
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PlayStation.c 2} FROM SOFTWARE“ 


Violence 


2002 FromSoftware,inc. FromSoftware and the FromSoftware logo are trademarks of FromSoftware,inc. All rights reserved. Agetec and the Agetec logo are registered trademarks of Agetec, 
Inc. Armored Core is a registered trademark of Sony Computer Entertainment America Inc. “PlayStation® and the “PS* Family logo are registered trademarks of Sony Computer Entertainment Inc 
The ratings icon is a trademark of the Interactive Digital Software Association. 


GUIDE i 


KNOW > 


ONIMUSHA 2 IS LOADED 
WITH TOUGH SPOTS AND 
NONLINEAR GAMEPLAY. IN 
THIS PROSTRATEGY GUIDE, 
WE SHOW YOU HOW TO GET 
PAST THE DIFFICULT AREAS, 
INCLUDING HOW TO SOLVE 
PUZZLES AND DEFEAT THE 
FINAL BOSSES. 


BY MUSASHI MIKE 


Note: This ProStrategy Guide applies to the game 
as if it were played on the Normal difficulty level. 


You can hires any haicuss weapon 


1. COMBOS by holding RI. A charged weapon in- 

You can defeat almost any enemy in Onimusha 2 by slashing it repeatedly so flicts more damage than an uncharged ean 

that it stays on its feet. You can execute an increasing number of multi-hit one. Each Mesper Sa) be charged the At that point, any one of the su 

combos as you gain more abilities during the game. _ same number of times as the weapon characters arrives to help you d a 

a . level (for example, if Buraitou is at the boss. During any boss fight, cor - 

DANCING SLASH Level 3, the weapon can be charged serve your magic until your partner 

om pico : a fi -- ee that you can x. with i se up to three levels). arrives and then unleash Magic At- o 

at Level 3 with the Buraitou Secret). You can execute different combos wit . ae 
tacks and go in for the kill. Oncea 

other weapons, too. 4 af BATTER UP: f 


boss is defeated, immediately hold © — 
to absorb any souls that are released. 


5. SHOW ME 
MONEY 


ete 


Get in ieee to an enemy and tap (1, 


C} for two hits.. 
lose any energy by blocking sud ate : 


tacks, and returning fire doesn’t have | ye gotr2'O,.. 
much of a chance of hitting an enemy, _ At the start of the game, after you 


| : it is a flashy way to deflect an other- —_ 
= pags R ice Sian a 3 get Buraitou, you can collect money 


Guard (L1) Sub-Weapon 2 


(Sub- Chaim : — a order to charge oe by defeating Oda soldiers along the 
Move oe sack oe eon 4. A WORD forest path that leads to the Gold 
Character ee _ Mine. Be sure to earn a lot of money 


__ here, so you can go to the shop in 
~_ Imasho Town and purchase all the 
items that are for sale. 


Pause | 


HN / Change Direction 
ge” (When Gun or 
Bow is Equipped) 


Check/ 


Sub Screen Habide 
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The Bronze Mask (Left) is a tough 
item to find if you don’t pay close 
attention to the events that occur 
in the Gifu Keep Tower. To get the 
item, take the Purify Charm to the 
ninja ghost. The Charm can be found 
in the room with the magically sealed 
door (where “you can see ground 
shaking inside”). Once you have the 
Charm, take it to the ghost and you'll 
get the Bronze Mask (Left) as a re- 
turn gift. 


7. YAGYU 


When you reach the booby trap in 
the Underground Passage at Yagyu 
Village, you can get past the rotating 
blades by dangling off the ledge of 
the spike-filled pit. Just run toward 
the pit and you automatically jump 
to the other side and dangle from 
the opposite ledge. After the spin- 
ning blades pass overhead, press T 
to pull yourself onto the ledge. 


8. FOG VALL 


St we 


After you fight Jujudormah, make 
sure that your health and magic are 
maxed out because once you enter 
the north cave and trigger the gas 
trap, you cannot go back (the trap 
is triggered when you walk to the 
north of the treasure box that con- 
tains a Green Herb). Use the save 
point just outside the room where 
you fought Jujudormah, make sure 
Senpumaru is at its maximum level 
(Level 3), and make sure that your 
health is also at its maximum before 
you run through the cave. 
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Once the trap is sprung, run north 
and to the end of the passage. Your 
health slowly drops (because of the 
gas) until you reach the opening at 
the north end of the cave. 


ROCKY CAVERN 1 


After the cinema sequence, you ar- 
rive at an underground cave with a 
save point and treasure chest. Take 
the treasure, but don’t use the save 
point unless you make a new slot 
for it on your memory card. The 
only way out of the cave leads to 
the third battle with Gogandantess 
(see “Gogandantess Encounters” 
elsewhere in this ProStrategy Guide). 


9. OYU AT 
FOG BRIOGE 


AS 4 


ure chest on Fog Bridge and equip 
the weapon. 


ee V és 
+ = 


The first monster is no problem to 
defeat. When it arrives onscreen, 
start hacking away with secret at- 
tacks and block when needed. 


First off, get Gradius from the treas- 


The second monster is meaner, 
stronger, tougher, and uglier than its 
predecessor. To defeat this bad boy, 
move in close to it, slash it twice, 
and then throw a dagger by tapping 
L2. Limit yourself to two or three 
slashes at a time, then use a dagger 
to keep the monster off balance. Un- 
like the first monster that you face 
in this cave, attacks from the second 
one cannot be blocked, so when it 
winds up with its huge axe, throw a 
dagger to interrupt the attack. 


10. GOGANOANTESS 
ENCOUNTERS 


You fight Gogandantess three times — 
however, he cannot be defeated until 
the third duel, so don’t waste any 
magic or health items. Here’s how 
to drive him away during your first 
two encounters and defeat him dur- 
ing the last one. 


GIFU KEEP TOWER 


You cannot defeat Gogandantess, so 
just fight him long enough until you can 
escape. Mercilessly keep poking at Go- 
gandantess with Buraitou in order to 
keep him off balance. Eventually Oyu 
arrives and leads you out of the pit. 


ONI'S PLACE #1 


The second encounter with Gogan- 
dantess is more difficult to survive 


than the first one. At the start of the 
fight, equip Senpumaru and unleash a 
magic attack each time that Gogan- 
dantess gets close to you. 


Once you’ve emptied Senpumaru’s 
magic supply, switch to Hyoujin-Yari 
and pummel Gogandantess with that 
weapon's secret attacks. It’s best to 
keep Gogandantess cornered. Keep 
the pressure up and the fight should 
automatically end after you inflict a 
certain number of hits. 


eee see ae . fa eg i = fe es) 
At the start of the third—and final — 
fight against Gogandantess, use the 
Sacred Flute to destroy his annoying 
magic shield. 


Once Gogandantess’ shield is gone, 
switch to Hyoujin-Yari and use its 
secret attacks. Cycle in magic attacks 
from other weapons, too. When 
Gogandantess is defeated, you get 


the Respect Orb. 


11. FANS AND 
ELEVATORS 


To activate the elevators in Oni’s 


Place, execute a Senpumaru magic 
attack while standing underneath 
the nearby ceiling fan. 
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Onimusha 2 has two Phantom Realms 
that Jubei can enter. As in Onimusha: 
Warlords, these realms are room 
after room of monsters that get pro- 
gressively tougher as you proceed 
deeper inside. For admission, you 
need a wedge that corresponds to 
the color of the realm that you wish 
to enter. 


GREEN PHANTOM REALM 


The Green Phantom Realm portal is 
inside a small room in the Gifu East 
Area. You can find three prizes here: 
Medicine, Purple Necklace (Magic 
Attacks use less magic), and Perfect 


Medicine (which completely recovers 
all vitality and Magic Power). 


PURPLE PHANTOM REALM 


The second Phantom Realm, Purple, 


is in Keep Tower and is more chal- 
lenging than the Green Realm. The 
ultimate prize is the sword Rekka- 
Ken, which enables Jubei to exect 
a nasty vertical slash when he taps 
v, (% (1). The weapon is ly 
powered-up, so you don 
use any soul energy in order ie) 
raise it to Level 3. 


There are 13 locked boxes i in various 
places throughout the game. Although 
you don’t need to open any of the 
boxes in order to finish the game, 
some of the items can be very help- 
ful. Here’s the location of each locked 
box, the prize inside it, and the com- 
bination that will open it. 


Press I, 2, 3, 4. 


ONIMUSHA 2 


Press eS 
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There are two “number puzzles” in 
Onimusha 2 that must be solved in 
order to complete the game. Here 
are the solutions for both of them. 


GIFU KEEP TOWER 


a rt rene en A 


heart ica’ FIRS pees 
ees revel tse ies 


Actually, this puzzle isn’t so tough to 
solve —simply input the numbers 
from lowest to highest, left to right, 
on each row. 


1S. THE FINAL BATTLE 
* SPOILER ALERT! * 


The following information may contain 
spoilers, so read it at your own risk. 


The. fi nal based against Be iebunaga | is 
frustrating and time-consuming. Be- 
fore you enter the last room, make 
sure your health and magic meters 
are filled to their respective capaci- 
ties. If they aren’t, you can re-supply 
them by defeating enemies in nearby 
areas and absorbing their energies. 
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Make sure that you have collected 
four Purple Souls because sometime 
during the fight a fifth Purple Soul 
will be released; when it is, absorb it, 
and then hammer away at Nobunaga 
with magic attacks while you’re 
briefly transformed. 


At the start of he fight, equip the 
Senpumaru or Hyoujin-Yari and re- 
lentlessly hammer away at Nobunaga, 
pushing him into a corner. If you keep 
the pressure on Nobunaga, he won’t 

have a chance to strike back. Occa- 

sionally hit him with a Magic Attack. 


After you inflict enough damage on 
Nobunaga, he flies over to the ped- 
estal at the end of the room. You 
cannot inflict damage on Nobunaga 
while he’s down on one knee, so 
wait for him to rise—when he does, 
you can score a few hits. 


Nobunaga's second attack pattern is to 
fly high in the air and unleash lightning 
blasts and tornadoes. These attacks 
cannot be blocked, only avoided. The 
lightning attacks have a telltale white 
spot that appears on the ground— 
that’s where the lightning strikes, so 
don’t stand on that spot. 


ONIMUSHA 2 


The tornadoes are deadlier than 
lightning because they strike multiple 
times. When Nobunaga unleashes 
these, run away from them in a 
zigzag pattern because these things 
like to come directly at you. 


After Nobunaga’s leg armor is de- 
stroyed, focus your attacks on his 
head. At this point, Nobunaga adds 
a new attack to his arsenal—flying 
heads. You can destroy the flying 
nuisances if you shoot 

them enough times. GB 


When you aren’t alain fightribe 
or tornadoes, nail Nobunaga with 
a magic attack from the Senpu- 
maru, or equip the Rekka-Ken 
and clock him with that weapon's 
secret attack. 


16. THE “REAL” 
, FINAL BATTLE 


The battle against Nobunaga’s ulti- 

mate form is an anticlimactic war of 
attrition as Jubei’s swords have been 
replaced by laser blasts. The key to ; 
defeat Nobunaga is to fire away, : a 
and then move when he comes 3 “ . 
toward you. «* J . = +" 


In the tine san tak the = chiles 
are four Nobunaga attacks to watch 
for: laser blasts, flame breath, ground 
spikes, and fireballs. The first three 
attacks cannot be blocked and must 
be dodged; the last one can be 
blocked or shot out of the air 
before it reaches its target. 
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Locating the 
Niadeld = pees 


You begin the game in the mansion 
foyer. Check the clock next to the 
stairs and find the dresser key. 


In the room behind the library is a 
grandfather clock. Set the time to 
3:33, and a secret passage opens. 
Enter the passage. The Tome of Eter- 
nal Darkness is on Edward Roivas’s 
desk in the next room; read the 
book to begin the first chapter. 


Chapter t: 
The Chosen One 
Pious Augustus 


As Pious, your goal is to collect four 
granite blocks. When you reach the 

room with the carvings on the walls, 
place the colored blocks on the wall 


so they match the same-colored sigil. 


Go through the door that unlocks. 
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You enter a room with three ped- 
estals—each one seating an artifact— 
and you need to choose which one 
to pick up. When you choose an arti- 
fact, Pious becomes possessed and 
from now on serves as the game's 
main antagonist. Enemies and magic 
puzzles that you face off against 
throughout the game are now aligned 
with whatever color artifact you 
chose. You have an opposing align- 


_ ment color that can be used against 


Pious’s in a variety of ways; it’s called 
your “alignment color.” Here’s a run- 
down of the effects each color has 
on the game: 


Choosing the Red Artifact 


By choosing red, enemies have 
stronger attacks. You also fight 
mostly red zombies that are very 
strong and can regenerate severed 
limbs. If you picked up the red arti- 
fact as Pious, your subsequent align- 
ment color will be blue. 


Chousing the Blue Artifact 


Blue enemies drain your magick, and 
if you don’t kill blue zombies correctly, 


GUIDE 


| Eternal Davkness has (2 chapters, pee 
y in each chapter you play a 
- chavacter. This ProStvategy Guide will 


if fevent — 


show you wheve to find ate laater page 


of the ie 


of Eternal Darkness, how to 


beat enemies aud bosses, and how to get 


they may explode and inflict damage. 
If you picked up the blue artifact as 
Pious, your subsequent alignment 
color will be green. ; 


Choosing the Green Artifact 


By choosing green, enemies drain your 
sanity quicker. When their limbs are 
severed, green zombies grow wraith- 
like replacements. If you picked up 
the green artifact, your subsequent 
alignment color will be red. 


Locating the 
Second Chapter Page 


The second chapter page is in the 
picture frame behind Edward Roivas’ 
desk. Be sure to grab the gladius on 
the wall also. 


Chapter 2: 
the Binding of the 


Corpse God 
Elifa 


As Ellia, make your way through the 


~ temple by locating necklaces and 


bracelets, and then placing them on 
the appropriately colored statues. 


avound the move difficult puzzles. By Pong sifu 


Doing this opens secret passages that 
lead you through the temple. 


Candle Puzzles 


Candle puzzles are very simple to 
solve. Look at the painting above the 
candles for the position of the sun. © 
Light or extinguish the candles to 
match the picture. For example, if 
the sun is in the center of the pic- 
ture, light only the middle candle; if 
there’s no sun in the painting, extin- 
guish all three candles. 


Osening the Final Poor 


Retrieve the metal staff from the 
statue in front of Mantorok, and 
then return to the room with the 
large mural on the wall. 


Check the large stone sculpture in 
the center of the room and find the 
slot. Insert the metal staff to open 
the door behind Mantorok. 
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Locating the 
lode Chapter @ #. 


Walk over to the set of candles, and 
light the candle on the left to receive 
a message tube, Open the message 
_ tube to find the third chapter page. 


| Chapter? 
Suspicions of Couspivacy 
Asthory * 


In this chapter, you begin collecting 
runes and codex pieces to create 
magick spells. You must also collect 
blue, green, and red urns, which 
are used to solve the level’s secret- 
door puzzle. 


Finding and Using Uns 


You can find the blue urn upstairs — 
in the back of the study—along with 
the three-point circle of power on 
the monk’s desk. 


After acquiring the three pieces of 
the green urn, mix them in the in- 

ventory menu to create the broken 
green urn, 


oy While fumbiin 
a Anthon "9 ati 


tira digas from ; 
I toons Into 


at the inventory menu, highlight the 
_ blue urn, and select Use. You'll drop 


the blue urn and get a magickal rune. 


Reassemble the broken pieces of the 


blue urn by mixing them in the inven- 


tory menu. 
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Use the ak to 7 ban away the tap- 
estry, and you find a door. 


be able to cast an :. baclam om 
Cast Enchant Item on the green and 
blue urns to repair them. 


Pe i founeaa i 
urns with water 


Return to the room where you re- 
ceived the Enchant Item spell scroll, 
and place the three urns on the iron 
plate to open a secret door. 


Locating the 
Fourth Chapter Page 


. This Item has been repaired! = 


If you try to open the second floor 
door with the second floor key, the 


_ key will break. Cast Enchant Item on 


the Ram Dao into the slot in the 
door to open it. 


Ruby Effigy 


the key to repair it, and go through 
the second floor door, 


r Chapter Pepe hes been hastily ste bed vehied 
the frame of the painting. 


Should Alex retrieve the Chapter Page? 


% 


Turn left at the corner, and ¢ enter r the 
door to your right. You can find the 
fourth chapter page behind the paint- 
ing on the wall. 


Pick up the ruby effigy which comes 
in handy later in the game. 


Chapter 4 Locating the 
¢ Ok ‘ Fifth Chaptev Page 
the Gift of Forever Se est p sth ¥ | 
kavivw 


Shrise Roow 


Enter the kitchen, and find the pantry 
door with a magick symbol on it. 
Cast Enchant Item on the gladius 
with the same alignment color of the 
sigil, and insert it into the slot. You 
can find the spice jar in the pantry ~~ 
open it to get the fifth chapter page. 


After acquiring the white and black 
statuettes, go to the room with the 
shrine in the center. There are three 
circles on the floor: Place a statuette 
on each of two of the circles, and 

stand on the third. Chapter 5: 

The Luvking Horror 


Dr: Masivuillian Roivas 

As Maximillian Roivas, you need to 
thoroughly explore the mansion for 
runes, codex pieces, and various let- 
ters, which guide you through the 
chapter. As long as you thoroughly 
search each room, you should have 
no problem acquiring everything you 
need to progress through the level. 


The shrine rises and reveals a secret 
path underneath it. When trappers 
appear, sneak past them—unless you 
need to replenish your health, mag- 
ick, or sanity. If you do, allow the 
trappers to teleport you to their di- 
mension where you can recharge. 


Unlocking the Magick Cvor 


Crom Puzzle 


; Darkness spreads its wings before my Maste 
pede ge a cla pst? to truth will 


hing welll beneath the image: a 


In the dining ce room, on the mantle 
above the fireplace, are three plaques 
of different colors and a statue of a 
crow. You read a message with the 
name of Pious’ master scribed in the 
same color as the artifact you chose 
as Pious. 


ns item igen ow enchanted! © 


After finding the Ram Dao sword, 
return to the small room with the 
locked door that has a rune on it. 
Cast Enchant Item on the Ram Dao 
of the same alignment color as the 
rune on the door, and then insert 
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Move the statue so it rests in front 
of the plaque with your alignment 
color. This opens a secret passage 
where you can find the Tome of 
Eternal Darkness. 


levisible Coor 


Throughout the game, you come 

_ across doors hidden by magickal 
spells. To reveal such doors, you 
must first have received all of the _ 

letters and found the Reveal Invisible 
spell scroll. Once you have the items, 
stand in front of the magickal sigil, 
cast Reveal Invisible of your align- 


ment color as the sigil, and the hidden 


door appears. 


Locating the coe 
Sisth Chapter Page 


Return upstairs, and make a right at 


the corner. Enter the bedroom at the 
end of the hall and walk over to the 
dresser. Cast a Reveal Invisible spell 


of your alignment color, and then use 


the dresser key to open the cae 
2 Take the sixth chapter page. 
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Chapter 6: 

A Joursey isto Darkness 
Dn: Edwin Lindsey 

Using the Archaceloaist’s Brush 


You must find several items in this 
chapter——-including codices and 
scrolls that are hidden under dirt 
or beneath cobwebs. Use the arch- 


-aeologist’s brush to reveal them. 


The Brouze Necklace 


When you get to the room with the 


— horror, don’t worry about the horror 
-~yet. Instead, grab the bronze necklace, 


return to the temple entrance, and 
place it on the bronze statue; another 
passage opens, which a must ae. 


the Silver Bracelet 


When you take the silver bracelet 
from the statue of Naga, the exits 


seal off. Replace the silver bracelet 
with the metal bracelet to reopen 
the exits. 


The Siluer Necklace 


You come to the room with the hor- 


ror again. By now, you should have 


spell of the opposite alignment color 
as the horror on the shotgun, and 
then cast a Dispel Magick spell of the 
same alignment to cripple its mag- 
ickal field, Once the horror’s field is 
dismantled, use the enchanted shot- 
gun to take him down. You then find 
the silver necklace, which you need 
to place on the silver statue to open 
another passage. 


Findina the Geld Necklace 


Find the necklace and then enter 
the room with the basin. Place the 
necklace on the basin, and push the 
button. The acid from the fountain 
corrodes the metal, and reveals the 
gold necklace. — 


The Geld Bracelet 


Stand on the circle on the floor — 
~ when you do, the guardian statue 
| pivots towards you and the statue's 

arm raises, freeing the bracelet. Run 


over to the goddess statue and pick 
up the bracelet. 

Locatina the 

Seventh Chapter Page 


Pick up the artifact hidden in the 
bookcase. 


found the Dispel Magick scroll (it's 


hidden under cobwebs in front of the 
silver statue). Cast an Enchant Item 
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Go upstairs, and down the hallway 
until you reach the stained-glass win- 
dow. Cast Dispel Magick of the op- 
posing alignment color to clear the — 
magickal field and reveal the seventh _ 
chapter page. 


Chapter 7: 
Heresy! 
Paul Lather 


As Paul Luther, your mission is to 
uncover an insidious conspiracy by 
finding three diary pages exposing 
the evil plot. Besides the diary pages, 
runes, and spells, you must collect 
three jewels that open a secret pas- 


sage. As long as you toss each room 


thoroughly, you should find wey 


as you need. 


es the main area ae the eaihedeal 


through the double doors. A cut- 


scene starts when you find the 


corpse near the pews. 


Green Evsevald 


After the cut-scene, grab the green 
emerald and exit the room—you 
then receive the Tome of Eternal 
Darkness. 
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. Should Paul rin the bell: anyway? : : 
Mes @ No @ 


ee ee sat 


Take the five-point circle of power 
from the tabernacle, 


Wine Cellar’ 


Go up the stairs to the bell tower, 
and ring the bell to speak with the 
custodian. He gives you the old 
tower key. 


The Podine key 


second cask on your left—a secret 
Passage opens...just watch out for 


a 


ee 


ou can find the podium key by the nearby trappers. — 
searching the closet full of robes. Hiddew Stajeuae 
The podium is to the right of the al- es mi 


tar in the main area of the cathedral. 


Acquiving the Ruby 


r defeating 
ing the sapphire, 
els in the indentati 
A hidden staircas 


Defeat the reanimated corpse of 
Anthony to receive the two-edged 
sword and the ruby. 


Finding the 
Five-Point Circle of Power 


Sacitficial kvi fi 


To get the sacrificial knife, you need 
all three diary pages. Return to the 


Find the music sheet in the library, and take the sacrificial knife. 
go to the organ, and then use the 

music sheet to play the organ. Play 

the notes as shown on the sheet, and 


the tabernacle opens. 
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As you walk into the cellar, check the - 


: | To find the eighth chapter page, enter 


bell tower, speak with the custodian, 


Return to the basement, insert the 
sacrificial knife into the sarcophagus 
and a secret door is revealed. 


The Panage Field 


When you come to the damage field, 
cast a five-point Dispel Magick spell 
to get past it. 


Locating the 
Etghth Chapter Page 


the dining room and play the correct 
_ sequence of notes on the piano. The 
_ top of the piano opens, revealing the 
chapter page underneath. 


Chapter: 
The Forbidden City 
Roberto Bianchi 


ma 
eee 
¥ 


ce 


As Roberto, your objective is to sur- 
vey various rooms throughout the 
area, so be sure to thoroughly search 
every room; don’t run or you may 
miss something. You are prompted to 
survey each room when you find the 
_ right spot, and, if you miss a room, 
you won't be able to progress past a 
certain point. 
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Forgotten Corvidor key 


Basis 


The forgotten corridor key rests on 
a pedestal surrounded by lava. Cast 
a five-point Reveal Invisible spell to 
reveal a bridge that you can cross to 
retrieve the key. 


se 


You can find the blue effigy on a shelf 
in the hallway; you should be able to 
see it since the Reveal Invisible spell 
you just cast to get the key should 
still be in effect. If not, your con- 

troller will vibrate when you're close. 


Getting Acvoss the Enchasted Floor 


on | 
To cross the enchanted floor, cast a 
five-point Shield spell and then run 


to the other side. 


Raising the Gate 


apes 


x oes sie 

To open the gate that blocks off the 
ladder leading to the lower level, cast 
a Summon Zombie spell to call forth 
a zombie. Maneuver the zombie to 
the pool of blood where a stone 
crushes it. Once that happens, the 
gate rises, and a ladder is revealed. 
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There are two “number puzzles” in 
Onimusha 2 that must be solved in 
order to complete the game. Here 
are the solutions for both of them. 


GIFU KEEP TOWER 


ONI'S PLACE #2 


Actually, this puzzle isn’t so tough to 
solve —simply input the numbers 

from lowest to highest, left to right, 
on each row. 


15. THE FINAL BATTLE 
* SPOILER ALERT! * 
The following information may contain 

spoilers, so read it at your own risk. 


Raber ig 


The final battle against Nobunaga ts 
frustrating and time-consuming. Be- 
fore you enter the last room, make 
sure your health and magic meters 
are filled to their respective capaci- 
ties. If they aren’t, you can re-supply 
them by defeating enemies in nearby 
areas and absorbing their energies. 
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Make sure that you have collected 
four Purple Souls because sometime 
during the fight a fifth Purple Soul 
will be released; when it is, absorb it, 
and then hammer away at Nobunaga 
with magic attacks while you're 
briefly transformed. 


et Paras F 


At the start of the fight, equip the 
Senpumaru or Hyoujin-Yari and re- 
lentlessly hammer away at Nobunaga, 
pushing him into a corner. If you keep 
the pressure on Nobunaga, he won't 
have a chance to strike back. Occa- 
sionally hit him with a Magic Attack. 


After you inflict enough damage on 
Nobunaga, he flies over to the ped- 
estal at the end of the room. You 
cannot inflict damage on Nobunaga 
while he’s down on one knee, so 
wait for him to rise—when he does, 
you can score a few hits. 


re = 


mT g 
csi : 
B 


RH ie eT Se 


Nobunaga's second attack pattern is to 
fly high in the air and unleash lightning 
blasts and tornadoes. These attacks 
cannot be blocked, only avoided. The 
lightning attacks have a telltale white 
spot that appears on the ground— 
that's where the lightning strikes, so 
don’t stand on that spot. 


The battle against Nobunaga's ulti- X 


The tornadoes are deadlier than 
lightning because they strike multiple 
times. When Nobunaga unleashes 
these, run away from them ina 
zigzag pattern because these things 
like to come directly at you. 


After Nobunaga's leg armor is de- 
stroyed, focus your attacks on his 
head. At this point, Nobunaga adds 
a new attack to his arsenal—flying 
heads. You can destroy the flying 
nuisances if you shoot 

them enough times. 


When you aren't dodging lightning 
or tornadoes, nail Nobunaga with 
a magic attack from the Senpu- 
maru, or equip the Rekka-Ken 
and clock him with that weapon's 
secret attack. 


16. THE “REAL” 
FINAL BATTLE 


cael 


oe te a 


mate form is an anticlimactic war of 
attrition as Jubei’s swords have been 4 3 “ 
replaced by laser blasts. The key to ; 7 eee fe -.. 
defeat Nobunaga is to fire away, n j 
and then move when he comes fg | 
toward you. , «f 


amg Sceee Saye 


In the first part of the battle, there Ps 
are four Nobunaga attacks to watch gg 
for: laser blasts, flame breath, ground 9 “~~~ 
spikes, and fireballs. The first three 

attacks cannot be blocked and must 

be dodged; the last one can be 

blocked or shot out of the air 

before it reaches its target. 


atl, 
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to defeat the boss this way, but your 
attacks will be more accurate. 


Si 


After the next cut-scene, the barrier 
moves even closer. Avoid the boss’s 
attacks until he pauses, and then cast 
a five-point Magickal Attack spell. You 
should hit him while he’s glowing. If 
you are having trouble getting the 
timing down, use three-point attacks 
instead. 


Locating the 
Tenth Chapter Page 


Leave Edward Roivas’s study and walk 
toward the mansion foyer. Talk to the 
nurse near the library, and then re- 
ceive the basement key. Go to the 
fuse box in the basement, and use the 
lucky penny to complete the broken 
circuit that supplies power to the 
second-floor bathroom. 


Go to the second-floor bathroom, 
and find the tenth chapter page in 
the medicine cabinet. 


Chapter tO: 
A Legacy of Carkness 
Orn Edward Reivas 


Cwand father Clock Puzzle 


You can find a historical journal on 
the mantle above the fireplace — 
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of sight, but if you cast an opposite- 


the creature drops the bottom half 


to the gun cabinet, where you'll find 
the elephant gun. 


open the journal and take the minute 
hand of a clock. 


Attack the creature until it retreats 


to the basement to recharge its en- 
ergy, then wait for it to attack the 
next servant (a cut-scene shows you 
where to go). When you attack the 
creature a second time, it drops the 
top half of the basement key. Mix the 
two halves to receive the broken 
basement key, and then enchant the 
key to repair it. Now, enchant your 
weapon of choice, cast a Reveal Invis- 
ible spell, and enter the basement 
using the basement key. 


* ay 


The hour hand is in the second his- 
torical journal located upstairs near 
the gun cabinet. 


Go to the grandfather clock and use 
the clock hands to set the time to 
3:33. A passage opens leading to 
the Tome of Eternal Darkness. 


the Creature 


is s 
Destroy the obelisk, so the creature 


cannot regain its energy, and then 
finish the creature off. 


The Mother of All 
“Dispel Magick” Spells 


After you get the Tome, a creature 
attacks servants in various areas of 
the mansion. It flashes in and out 


aligned Reveal Invisible spell, you'll be 
able to see it for the entire duration 
of its attack. After the first attack, 


When you reach a room with nine 
panels on the wall, touch the center 
panel; it lights up. Walk into the ris- 
ing concentric circles and you warp 

to a tower. At the other end of the 

tower is a panel. 


of the basement key. 


If you rescue the servant in the up- 
stairs bedroom, he’ll give you the key 


Scribe the rune at the panel that 
matches your alignment color. After 
touching the panel, enter the portal 
to warp toanewroom., _ 


www. 
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war 


In each room is a lever that youneed  _ 
to pull in order to open the exit.Make 
your way back to the room with the 
panels, and repeat the process for — 
each panel on the wall. | 


Since you're essentially casting a nine- 
point Dispel Magick spell, you want —s_— 
to scribe six Pargon runes, along = 

with one Redgormor and one Neth- 
lek rune. Once the spell is cast, get 
out of the city as fast as you can. ~ 


Locating the 
Eleventh Chapter Page 


t 


Return to the basement, and find the 
pickaxe among Edward's port casks. 


Ascend to the second floor, go toward 
the stained glass window, and use the 
pickaxe at the warped portion of the 
wall to bust your way through it. Cast 
a three-point Dispel Magick spell, and 
then pick up the stethoscope. 
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Return to the basement, walk over 
to the safe, and use the stethoscope 
to find the combination. 


To open the safe, turn the dial right 


until you hit 59, turn left to 81, and 
then right to 46. You should hear a 
click. Open the safe to receive the 
next chapter page. 
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Finding the 
* Come of Efernal Darkness 


Chapter tt: 


Ashes to Ashes 
Michael Edwards 


After finding the gold amulet and the 
staff, you reach a room with a city 
model and a shaft of light. Walk over 
to the platform where the light is 
shining and use the staff to reflect 
the light onto the model. I. First, reflect 
the light on the gold dome to the 
right; it burns and’a Panel on the 
wall next to it opens up. 


Repeat the light-shining process for 
the gold dome on the left side, then 
reflect the light so ong the _ 


If you found the ruby and saffire ef- 
figys, you’ll begin this chapter with 
them in your possession. To find the 
emerald effigy, you need to receive 
the Tome of Eternal Darkness. After 
you get it, return to the first tunnel 
you entered, and take the first ladder 
back to room where you found the 
gold amulet. Take the ladder in that 
room and follow the path until you 
come to the emerald effigy. Cast a 
Dispel Magick spell to dissolve the 
damage field that protects the effigy. 


the nearby ladder and follow the path 
until you come to a room with large 
bas-reliefs of a warrior, a sorcerer, 
and a scholar. Place the ruby effigy 
in front of the sorcerer, the emerald 
effigy in front of the warrior, and the 
saffire effigy in front of the scholar. 
A cut-scene follows that shows the 
location of a secret staircase. 


Backtrack to the staifcase and 
descend it. 


When you reach the hidden room, 

take the enchanted gladius. However, 
you can’t use the weapon until the 

final chapter. 


The Obelisk 


Can’t figure out how to get rid of 
the large obelisk blocking your way? 
Summon a trapper, target the obe- 
lisk, and then transport it to the 
trapper dimension. 


Orcs you oe “the sinerald effi igy, tile 
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lnin Horvors 


When you come to a barrier with 
two horrors waiting behind it, cast a 
Bind spell to bring one of the hor- 
rors under your control and watch 
the two duke it out. When one hor- 
ror dies, the barrier dissipates. Take 
out the second horror, and find the 
plastic explosive. 


The Hidden Coor 


Cast a seven-point Reveal Invisible 
spell to reveal the secret door hid- 
den behind the door outline. 


Blowing Up the Bridge 


Locate the detonator caps before the 
enchanted floor. Mix the detonator 
caps with the plastic explosive to 
make C4, and then run across the 
floor to the bridge room. Don’t for- 
get to cast a seven-point Shield spell 
before running across. 


Cast a seven-point Enchant Item 
spell on the C4, and then set it on 
the bridge —you now have three 
minutes to get out of there before 
the whole place comes down. 
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time you're casting a nine-point Sum- 
mon spell, so in addition to the six 
Pagon runes you will also scribe a 
Tier rune and an Aretak rune to 
complete the spell. 


Finale 
Alex Rojvas 
Room of Mirvors 


Danger Rooves 


Now that you’ve found all chapter 
pages, it's time to confront Pious. Go 
to the room of mirrors and adjust 
the mirrors so the light reflects from 
mirror to mirror before landing on 
the globe on the floor. This opens a 
secret door in the basement. 


Cast a seven-point Reveal Invisible 
spell to reveal the floor above the 
lava pit that you can use to safely 
cross the infernal lake. 


Euchanted Floor 


When you reach the hallway en- 
chanted by yellow energy with a 

door at the end, cast a seven-point 
Dispel Magick spell, cast a seven- 

point shield, and then run across 

the floor and open the door. 


Akin to what you did as Michael Ed- 
wards (see the “Twin Horrors” sub- 
section in Chapter 11), cast a Bind 
spell to make the horrors fight one 
another. Two will die; finish off the 
remaining one. If only one dies, cast 
Casting the Bind again. 
Ultimate “Surmnon” Spell ee, 


When you arrive at a room with three 
stones (on each stone is a picture of 
a horror, a trapper, and a zombie — 
each of which is of a certain color), 
summon each of these creatures and 
make sure to cast the Summon spell 
of the alignment color that matches 
the picture. Direct the summoned 
creature to the circle in front of its 
picture; after you do this for each 
stone, the exit appears. 


You come to the same room that 
you found as Edward Roivas (see the 
“The Mother of All ‘Dispel Magick’ 
Spells” subsection in Chapter 10)— 
only now, one of the pedestals is 
damaged. Pick up the two broken 
pedestal pieces, mix them, and then 
enchant the resultant pedestal frag- 
ment. Place the fragment on the 
broken pedestal and then place all 
three artifacts on each pedestal in 


= 


The exit, however, is blocked by a 


You will basically do the same thing damage field; cast a seven-point 


you did as Edward Roivas, only this 
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Dispel Magick spell, throw up a seven- 
point shield, and then run across the 
floor to the exit. 


When you reach the room with the 
glowing purple floor, hold the < but- 
ton to sneak across its surface. If you 
run, a worm monster will attack. 


Eee = 2 eee 
When you reach the room with the 
three obelisks with rune pictures on 
them, cast a seven-point Magickal At- 
tack spell to destroy all three simul- 
taneously. If you try to destroy them 
one by one, they'll regenerate. 


Before entering the portal after scrib- 
ing the last rune, save your game. 
You’re about to fight the final boss, 
Pious Augustus. 


The Final Battle with 
Pious Augustus 


i 


, s itt: 

If you received the enchanted gladius, 
you'll want to use it against Pious; 
otherwise, you need to cast an En- 
chant Item spell on the gladius of the 
opposite alignment of Pious. When 
you strike Augustus, he emits a beam 
of light, and the artifact that he chose 
at the beginning of the game appears. 
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Run to the artifact and strike it; the 
artifact disappears, but you can make 
it re-appear by striking Pious again. 


The spirits of characters you previ- 
ously played in the game will take 


possession of Alex to help her fight 
against Pious. 


Repeat this sequence until the artifact 
is destroyed—once that’s done, at- 
tack Pious directly. If you are suffering 
a lot of damage, keep your distance 
from Pious and cast a three-point 
Recover spell to regain health... 
just be mindful to avoid his magickal 
attacks. 


Sevibing the Last Ruse 


"Ah, that’s the ticket!" 


Once Pious is defeated, you have to 
scribe one last rune to complete the 
final spell. Select the Bankorok rune 
to cast it. Congratulations! You’ve 
won the game! Of course, you’re 
going to have to play through it two 
more times to witness the game's 
“true” ending.... 
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Office of National Drug Control Policy 


freevibecom 


2. Instructions: Cut out, roll around fit Soe 


If/ajc|t|s| 


THE ANTI-DRUG. 


Last issue we walked you through 
the basics of Tekken 4. Now it's time 
to get serious with some advance 
tactics and combos! sy Tokyo Drifter 


recovering, and aggressive defense. 


Cornering 


ing cornered against a wall or an 
stacle is one of the most devastat- 
1g things that can happen to you, so 
’s important to know every physical 


aspect of your surroundings. The Mall 
level is especially dangerous due to 
the many objects that can catch you 
by surprise. 


Pre-emptive Moves, Stopping 
Chains/Comiaes, and pons | 


The most effective way to aggressively 
_ defend is to use poking. This technique 
_ keeps your assailant at arm’s ‘length 
and prevents them from pulling off dev- 


astating attacks with long move delays. 
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‘Unleashing the 
Iron Fist of rary 


Last issue {eee September 1+ GamePro) you learned the basics of blocking, dodging, 
and reversals. It gets a bit trickier this time as you learn cornering, distance, 


can also help in a pinch. All characters 


Creating UtInce. | 


oposiets for offense a hey toa __ Characters who have a shorter overall. 
_ great defense is being aware of the 


range than their adversary are usually 
range of the attacker’s moves so | 


___ better off adopting a relentless style of 
: that you can hea safe distance assault. Julia Chang is a good example. 


CON | Sometimes, a sharp foe will anticipate 
~ recover very quickly and avoid getting your tech roll, so it’s a good idea to 
hit while lying on the ground. Simply - oe occasionally attack from the ground 
tap any of the attack buttons the in- to keep him honest. You're not help- 
stant you hit the ground to perform a 
tech roll. There are some moves you 
can’t recover from, like throws. 


to launch a sweeping kick or RK for a 


There are several ways to avoid cor- 
nering, such as executing a position 
change, performing a throw, or revers- 
ing an attack. The best technique is to 
use aggressive defense, which will be 
covered shortly. 


Recovering from the walls is the same 
as recovering from the ground: Execute 
any punch or kick at the moment of 
impact to make an escape attempt. 


A variation on this move is to keep 
rolling on the ground to confuse your 
enemy and then striking with one of 
the kicks. 


LK = Left Kick RK = Right Kick 
LP = Left Punch RP = Right Punch 
Motion = Move the joystick in one smooth, 
continuous motion. 
Tap = Tap the indicated buttons or 
directions in sequence. 
Charge = Hold the direction or button 
indicated for the time indicated. 
( os Execute commands in 
parentheses simultaneously. 
Note: All techniques are described under the 
assumption that your character is facing to the 
right. If they’re facing left, reverse any Toward 
and Away commands. 


Controller Legend 


Poking i is commonly done by crouch- 
ing and tapping LP, but a standing RK 


have about the same poking speed. 
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"less, though, because youcantapLK 


high kick as you rise from the ground. 


Offense 


Defense is important, but it’s not going to win the fight. You have to put points 
on the board, and these tips will help you score. 


Body Targeting — 
Attacks aim at specific regions of the body, so it’s important to know what to 
concentrate on. 


gion, basing your oleae here i is a ow 


percentage Pa 


Low altacks are great ioe 0) reasons: 
you don’t risk hitting thin air and people 
are generally very lazy about blocking 
low. Just make sure you switch it up | 
with mid attacks and you'll be roses. 


High and Low | 


By 


La sm . Sie 


= Most low tttacks will hit a ae 
- Opponent, but (as discussed in Part 1_ 
__ Of this Strategy Guide) there are fewer 
_ of these moves than before. Every hit 
counts, so cash in a ground hit if at 
allpossible. 


The height of the terrain is not as big a one as it was in a game like Virtua 
Fighter 3, but it can hurt you if ste don’t saab what it affects. 


Obviously if you are on high ground, 

then high punches or kicks may sail 

over the defender’s head, leaving you 
vulnerable. Conversely, being on the 

lower level renders your low attacks 

a little less useful. Remember that the 
ppect is subtle. 
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Height differences that are drastic 
enough to effect attacks are rare, so 
don’t get too worried. What you should 
worry about is that the variation in ele- 


vation will mess with your character’s 


ability to throw. So when you’re on un- 


even ground, know that your throw 


percentage is a bit lower. 


j agiitfte ers you hit your fon with 
an attacke"usually at the midsection— 
_ that renders them unable to move for 


a brief period of time. They can remain 


“standing, slowly fall to the ground, or 


tumble down immediately. Whatever 
the case, you’re vulnerable to an at- 
tack, but stun moves generally take 
longer to pull off, so po ke, man, poke! 


elays 


A stagger is slightly different from a 
Stun in that the recovering time is dif-_ 
ferent, and you can fall to the ground 
by holding ¥ to avoid being juggled. 


Tee a natural delay between attacks to preserve a certain amount of balance, 
: and this a scieh offense and defense. 


Wrens you 5 form a stun, there’s 


a slight delay before you can go di- 


rectly into another attack, which gives 


your opponent a small window of 
opportunity. 


Combo Throws 


Now you’re ready for some meat! Sink your t th 
combos as only the master known as King can 


a Throw Combo 


Tap RK, LK, RK, (LK RK), (LP RP) 


This is also true for initiating a juggle 
since you can’t use just any move af- 
ter knocking an opponent into the air. 


ito some intense throw 


The timing on this is super tricky, so 
quickly input the commands one after 
another. 
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THE ©) ERE DGE 


TEKKEN. 4 


ti gg 
Ten-Hit Combo Strings 
Everyone loves these long, crazy combos, so we’ve selected some favorites for these 
characters. Remember to tap the following button combinations in one continuous string. 


Kazuya 
If your foe doesn’t stop the hieahaek series during the initial hits of nant 's barrage, the mid hits will ensure that they will have to block or be hit by the mca 


Tap ©, €, pause slightly, then 
tap RP : 


Tap LP,RP . : : ; ge | = ue = Tap RK RK LK. 


Paal 


Tap LP, RK 


Tap LP, RP 
Steve Fox | oS | | 
This is a very tough combo to pull off coneli ae as it requit | Jnfortunately, it doesn’t do a whole lot of damage. 


Tap LP, RP, LP 


ae ¥ ee i - y Z is = ne. ee. BeBe 
Tap (¢ LP), RP Tap RP, LP Tap LK, (¥ LK) Tap LK, RK Tap RK, RK 


Christie 


This is one of those combos that can only work if the enemy is constantly moving and adjusting to your strikes. If they’re not, then you'll only get in like six hits. 


Tap (LK RK), (LK RK) Tap (& LK RK), (© LK RK) 
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“You do now. 


Visit wwwesrb org pear Wb) eect tcc e A bo s aocackes characters dropped. into bhe. pos Sus 
Se OI es es on earbh- where two. at a time they take part ina ritualistic 
or call 1-800-771-3772 & me ei or ee ue = "pummel fest. There are no. rules, no weapons and‘no lame magical — 
for more info. ce WWW, xbox. com. a — “Powers. And with: the most. realistic graphics ever seen — Aeon: x<B0x me 


“WwW, k akutochojin, com - may very well be the video: game your mother was warned about: 


©2002 Microsoft Giarcasion All hahts feserved: ‘Microsoft, Xbox, the @ Xbox fees: ‘and Kakuto Chojin a are éiher registered trademarks or trademarks of Microsoft Corporation in the United States and/or 
other =r countries, Other eee and porepany Be names mentioned Herel nes be trademarks of their ene < owners. : . <a 


TEKKEN 4 


Ling Xiaoyu 


o{° Ox 


Tap ( RK), LP Tap RK, RK 


Tap RK, LP 


Julia Chang 


This — is seis as flashy as some of Julia’s other combos, but it’s more atéllive. Sti Ahere are enough gaps that ae players can easily interrupt her. 


o" coneenion Me a 
Tap LK, RK ~~ 


Tap RP, LP 


Yoshie 


Tap LP, RP > Ct Tap RP, RP 


- Tap LP, LP 


Hwoarang 


Tie ea hat voll ae Rin RAEN wea = - 
bees to have fits. It is very tricky to defend, but it can be just as tough to execute successful 


6( 40%) 


COMBO: 
2 


Sie Glaie Ly 


Tap (© RK), pause for a mo- Tap RP, LK Tap RK, LK Tap RK, RK | Tap RK, RK, LK - 
ment, then tap LP 


King 
ls it fair that King has an enormous amount of throw and regular attack combos? Well, the throws are tough to carry 
out, so maybe it balances out. The early hits of this combo are easy to stop, but the rest are plain deadly if they connect. 


Tap LP, RP, LP Tap | LP LK Tap LK, RK = = =. TapLK,RP Tap (LP RP) 
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LY, A GAME SHOW 


L 
THAT SEPARATES 


FINA 
T 


Ogos are re 


9:00 “4:00 


10:00 11:00 2:00 


Whacked!— Game Show (2002) A wild, multiplayer, free-for-all combat game. Players must ss ge one another through 7 unique 
VIOLENCE ch 


aracters plus one sick and twisted host in 13 diverse environments with 30+ weapons and power-ups. 


Mature Sexual Themes of WHiinAas “<4 
3 ; rN -- - ; uy : $ F F . 
Violence eli, , 

Strong Language 


Code Vault 
P.O. Box'22210 
Oakland, CA 94623-22T@ 


coneveult Ggamenrte.com 


mee 
VIBRATION | 


ew hasca iD 

MERGE USER ID'S 
ooeCREDITS 
“— 


Mike Metzger's Rhino Rage Bike: wr 


=e 5 


Slow Motion Mode: WT'CHKPRS 
ENTER CODES oe es : ae ee) Steffy Bau’s Amore Bike: HEREIAM 
LYSOL, ‘ont a Stafy Baus Disco Tech Bike ##§§ SPARKLES 
f rea) Crane! Silas te prereset <a Shs we by 
° Track—Burbs 
ed (Freestyle Mode Only): TUCKELLE 
BACK SPACE AUN tei RR UD ee Ps i oh x OF 
Track—Crash Pad 
(Freestyle Mode Only): WIDEOPEN 
At the main menu, select Options, and at the options menu, choose Enter rack—Gnome Sweet Gnome: __ CLIPPERS 
Track—Let It Ride: "BLACKJAK 


Codes. Enter the following codes to unlock these cheats. If you entered the 
code correctly, “Valid” will appear onscreen. 


“All Characters: _ POPULATE 

All Tracks: TRAKMEET a : 

| r Bik WHOZASKI 7 wy Night Vision, Replenish Health, 

Brian Deegan’s Heavy Metal Bike: HEDBANGR And Upgrade Sword Durability 

| ulisha Man Bike. WHATEVER ~~ : Night Vision: During the game, simultaneously press and hold LI and L2, 
COOLDUDE and then rotate the Left Analog stick in either direction several times. 


If done correctly, your character's eye will flash, enabling them to see at night. 


i 7 x as wy. ! ACE See rat cea PAE a eR Endy 5 sth! dipeeemmoees Chuyo-tou Our. |3 | Lita Chuyo-tou | 
Clifford Adoptante’s ee ae ef 20 aie (+/ 
Hang Loose Bike: STOKED —_— 


eG 


lle 9417/1000 Moray ile 1000/1000 Money 


SELECT: Display Controls SELECT; Display Controls 
[i Map >: Confirm Selections A: Back o *: Confirm Selections \: Back 


Replenish Health: Pause the game, simultaneously press and hold LI 
and L2, and then press Down, Up, Down, Up, Right, Left, O. If you 


“Greg Albertyn’s The King Bike: | ALLSHOOOK | 
YSOLO _ entered the code correctly, your health will fill up to its full amount. 


essica Patterson: | | "BLONDIE - : 
Upgrade Sword Durability: Pause the game, simultaneously press and 


hold RI and R2, and then press Right, Right, Left, Left, Down, Up, 
O. If you entered the code correctly, your sword’s Durability will go up one 
point; repeat the code to increase it another point. 


Jessica Patterson's Racer Girl Bike: TONBOY 
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esome) new, flash|game; 


the Morkey|Party] sweepstakes! 


Nintendo GameCube” 
hardware 


AA copy of Super 
Monkey Ball” 2 


ys 4 Nintendo WaveBird” 
| wireless controllers 


EVERYONE 


ae CATEGORY 


| \ action figures” 


ey NINTENDO poy ae 
~? GAMECUBE. : al Ri 
fue Ss 
| gy eo 
r ow xa AD 
DB" OLS Od. 
ar ye 
N 


WIPEOUT FUSION, (PS 


Animal Ships, Retro Planes, and More 


Cheat activated 
animal ships 


AOOAX AOOAX 


INGLE RACE | SINGLE RACE 
UNLOCK EVERYTHING 


me Select #® Options & Select ® Options 
At the Main Menu, press Right, Right, Left, 1, Up, L2, L2, RI. If you 


entered the code correctly, “Unlock Everything” will appear onscreen, and 
you'll have all cars, tracks, and more. 


@ acceot @ ge back @accesce @ ge back 


roberte sercic 
status . tead pilot 
mationaute » italian 


REDCARD 20-03 8 


amenme tep speed ns) ER 
thrust #900 Oe 
brane corce sseo acy 
e * taterar staduite a6.4e 
r= weapon cower Pa 
v) semen ShIEC OOwer se atu 
owwworn eats i261 KO 

Credits $0,080,008 


d Stadiums 


Unlock All Teams an 


@accest @ custoaize @ 40 deck 


CREATE OR LOAD ° 
ve PROFILES A PERSOMAL PROFILE At the main menu, select Extras, and then choose Cheats. At the cheat code 
TOURNAMENT 

ie SETTINGS, entry screen, enter the following codes to unlock the corresponding cheats. 
STATISTI AND 
CUSTOMIZE TEAMS 


If you entered the code correctly, the name of the cheat will appear onscreen. 
Animal Ships: Press A, ©, ©, A, X. 
Features: Press x, A, O, A, O. 


Infinite Cannon: Press ©, x, A, ©, A. 


Infinite Shield: Press A, A, 1], LJ, U. 


Infinite Weapons: Press A, ©, x, O, U1. 
Mini Ships: Press ©, LJ, LJ, x, O. 


Retro Planes: Press <, ©, A, LI, X. 


HEW PROFILE 


GCHTER A PROPRILE MAME 
SLOY A 
NO PROFILES 
AL GUOCKS FRE : 
Sh PNES PRES COM TARGA, 


TK 
MEMORY. CARE MODIFY, TEXT 
SLO) 8 
+ PROFILE 
22 ULOCKS FM @Maccerr 
125 PUES Re 


Fa Eihind | 


Super-Fast Ship: Press L], x, x, x, A. 


Cenc @ new PROFILE Oaccerr es te 3 3g 
At the Main Menu, choose Load/Save, and at the Load/Save screen, select 


Create/Load Profile. At the Load Profile screen, press Y to create a new Replenish Fati 
profile. Enter BIGTANK as a profile name and save your profile. Return to = 


THE ELDER SCROLLS III: MORROWIND 


gue, Health, a 


ee an a 


nd Magicka 


ae 


the Main Menu and start a game, and all teams and stadiums will be available. 


AGGRESSIVEINLINE, (5s 


Perfect Grinds 


Gan IMO ior Skills 
AL piock 
tong Blade 
mt Husion 
Moavy Armor 
Sunt Weapon 
Dee td OS ee 
mgnncecoemesy (MINOL Skills 
$5 i Axe 
40 | Armoror 
551 | Speor 
i Athletics 


TULA tot Qantas, 
OP WE Whey 
Fels . 
spond 
b Hlendurance } 
BAL Parser ty Mine Shiite 
ok a f Mecivm Armor 


Din atss el aetna RLS 


=} Personolity 90} iMise Skills 


pgieeck OLE adi Armor 20.0) he 


oT Tae go ee NN 


During the game, press B to bring up the stats menu. Highlight the stat you 
want to raise, enter the appropriate code, and then press and hold A until 
the desired stat level is reached. 


Fatigue: Press Black, Black, White, 
White, Black. 


Health: Press Black, White, Black, 
Black, Black. 


Magicka: Press Black, White, White, ’ 
Black, White. ‘ oe 


At the Main Menu, select Options, and 
at the Options screen, choose Cheats. 
Enter BIGUPYASELF as a pass- 
word, and if you entered the 


code correctly, the alphabetical 
input sub-screen will disappear. 
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SOUP t 


iM ALD 


2) Mt 5 B 


—=iC Topays:marar: 


ail —— 


Start a game and at the Today’s Match-Up screen, enter the following codes to change the Midway icons 
and unlock these cheats. If you entered the code correctly, the name of the cheat will appear onscreen. 


Big Heads: Press (|, 1, ee 


Coliseum Stadium: Press CL), 1, LF, x, x, X, O, O, O, Up. 
Log Bat: Press O, O, O, O, Up. 

Mace Bat: Press ©, ©, O, O, Left. 

Maximum Batting: Press _], “1, LJ, Left. 

Maximum Power: Press X, x, x, Left. 


Maximum Speed: Press ©, O, O, Left. 


No Fatigue: Press LF, LF, 0, x, x, X, X, O, O, O, Up. 


Rocket Park Stadium: Press 1, (1), (J, x, x, O, Up. 


Rubber Ball: Press LJ, 1, x, x, X, X, O, O, Up. 


Small Heads: Press _], |, Left. 


Team-—Eagle: Press 1], (1, x, O, O, Right. 
Team—Horse: Press L, (1, x, O, Right. 
Team-—Pinto: Press _|, |, x, Right. 


Team-—Terry Fitzgerald: Press L, (1), 1, x, x, X, O, O, O, Right. 


Team—Todd McFarlane: Press (|, (], x, x, O, O, Right. 
Tournament Mode: Press (), x, O, Down. 


Unlimited Turbo: Press —), Lj, U0, 0, x, x, x, x 


O, O, O, O, Down. 


Wiffle Bat: Press O, O, O, O, Right. 


GAMEPRO 


ee 


| push the button, the secret agent 
shoots. | hold left on the analog stick, 
he runs left. Pretty simple stuff. 

So when | go to buy that second 
gamepad, I'll just grab one- 
They're all the same. It’s not like these 
things are complicated devices 
like a GameShark. 


Of course, if a company can 
develop a product as sophisticated 
as GameShark, they could 
probably make a pretty 
nice gamepad, right? 


Play With Us." 


MITERAGCFT 


www.interActAccessories.com 
2002 InterAct Accessories, Inc. All rights reserved. 


sCARD NUMBER 082 
© 7ex999999 
* OEXCHANGE 
|S Quit 


sPlease enter 
*' PASSWORD’ 


20K @END 


{ 
} 
eee ee eee he 


tT aociel deena ite tiaadiei entailed aan deaanaaem ee 


At the main menu, select Load, and after loading your game, choose Pass- 


word. At the password entry screen, enter any of the following passwords to 
unlock the following cards. If you entered the code correctly, the card will ap- 


pear onscreen. 


Note:You will need enough currency to actually purchase the cards. 


Ansatsu: 48365709 
Blue-eyes White Dragon: 89631139 
Celtic Guardian: 91152256 
Dark Hole: 53129443 
Darkworld Thorns: 43500484 
Enchanting Mermaid: 79376965 
Firegrass: 53293545 
Flame Swordsman: a5“231477 
Hane-Hane: 07089711 
Mammoth Graveyard: 40374923 
Mystical Sheep #2: 83464209 
Red-eyes B. Dragon: 74677422 


Reverse Trap: 77622396 
Sogen: 86318356 


Summoned Skull: 70781052 


Si i20514 


Sword of Dark Destruction: 
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At the main menu, alice Career Mode. Creavs a drives resis using any ro 
the following codes to unlock the corresponding cheats. If you entered the 
code correctly, the unlocked items will be available when you start a game in 
Arcade Mode —except for the $5 million, which will then be available in 


Career Mode. 


All Tracks: 


aerate 


Ultimate Thal Cegifiecrativans 


Arcade Mode: Start a new game, and at the Enter Name screen, enter 
EDACRA as a name. If you entered the code correctly, you’ll hear a sound 
and Arcade Mode will be available at the main menu. 


SPYHUNTER® 2062 
MIDWAY AMUSEMENT GAMES. LLC. 


ALL RIGHTS RESERVED. 


SPYHUNTER. MIDWAY AND THE 
MIDWAY LOGOS ARE TRADEMARKS 


COMPOSED AND CONDUCTED BY 
HENRY MANCINI. 

PUBL ISHED BY 
NORTHRIDGE MUSIC COMPANY 
CAS CAP? ZUNIVERSAL MCA MUSIC 
PUBLISHING. A DIVISION OF 
UNIVERSAL STUDIOS. INC. 
LICENSED BY NINTENDO 


Erase All Data: At the Midway legal screen, press Left, Left, Right, Left, 
R, R. If you entered the code correctly, you'll hear a sound and all player data 
will be erased. 


Erase High Scores: At the Midway legal screen, press Up, Up, Down, L, R, 
L. If you entered the code correctly, you'll hear a sound and all high scores in 
Arcade Mode will be erased. 


a 
.S@GAME_ 


PE pa 


“Wooten Menus pit © Jabot OPLIORE 


At the main menu, aim away from the screen and fire the number of times given below. Between each en- 


try, press the duck button to enter the number. If you entered the code correctly, the main menu wil 
vanish and reappear. 


All Mighty Joe Jupiter Chapters: 13; 9, S, 
Unlock Arcade Mode: ae dew ke Da 

Unlock Country Challenges: a, 4, 16. 15, 1, 4 
Unlock Everything: Lay By 23 Se Ty Se Bye By Te BO 
Unlock Jukebox: a2, 5, 20, 19, 2, 15, 15, 7, 9, 5 


20, 9, 5, 18 


SPLASHDOWN 
Ail Characters, All oe FMVs, anes More 


Cheats. 


gure cl cee at eine Aa +7 
Code: AllChar. ie 
COEF SG 
$..F, 
©. 0. (O~ifaeo) 
Beate’ 


Creda 


Troining Records 


Corcer Player cy fait 


Arcode 


Vir y Gome Options | 


Poort PM Folocr 


| Setoce 


At the main menu, select Options. At the options screen, press and hold R, and then press Up, Up, I've tried all the plug-in lights. But 
Down, Down, Left, Right, Left, Right, X, B, X, B. If you entered the code correctly, the Cheats menu they give more glare than 


will appear. Enter any of the following passcodes at the Cheats menu to unlock the corresponding cheats. If illumination. | tilt it. | angle it. And 


, ; still, nothing brightens the screen 
you enter a passcode correctly, you'll hear an engine sound. enough for me to comfortably see all 


the action. But none of that is a 
All Characters: Allchar problem anymore. 


All Courses: Passport 
All Ending FMVs: Festival 


Note:All passcodes are case-sensitive. 


The Screen Lighter uses new 
technology that makes the GBA 
All Wetsuits: LaPinata screen appear to be backlit. So no 
Cannot Be Knocked Off: -TopBird matter where | am or what light is 

. around me, | can always see what's 
Expert Al: A110utAI going on. 
Hard Tracks with Normal AL: Hobble 
Maximum Performance Meter: PMeterGo 
Race Against F-18 in Time Trials: F18 


Race Against Ghost Player 
In Time Trials: SEADOO 


Race Against UFO in Time Trials: IBelieve 


STAR WARS JEDI STARFIGHTER 


Director Mode 


HN) As 


Play With Us." 


Tee: 
* 


$f 
Es 


MISSIONS 


TAR. WARS 
JEDI STAREVGAAWN 


At the main menu, choose Options, and at the options screen, select Code. At the code screen, enter 
DARON as a code, and if done correctly, Director Mode will appear onscreen. 


‘ERs 
I 


| StS Neve 


f, 4 yeh 


MS 


ee “credits ai 
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Level Passwords and Play as Helga 


"gist ci ai di iis ali Nahe aN i al lH i aaa PAWN Weg 


searsHaqumnrorsT 


ope pe While truly a formidable foe, Dooku is fers to retreat es 
ES amen by ‘Yoda's mastery of the Force. 


At the main menu, select Password. At the password entry screen, enter the — Level Passwords: At the main menu, select Password. At the Password 
following passwords to unlock the corresponding levels. If you entered the screen, enter any of the following passwords to unlock the corresponding 
code correctly, you'll automatically begin that level. level. If you entered the code correctly, that level will be available at the 


Padawan Difficulty Area Select screen. 


, ic mamma = ote: Passwords are case-sensitive. 


Level 3: BHFBHI 


Level | ~3: | VEcc#a>X- 


Level 5: — & Ss Se Btry : 
sai i cen cummmamnanne Level 2-1: x6SMLIVCG 
BGLBSK vot ee 
™ ' — Level 2-3: ences 
Level 9: BGNBQK MSL SOTDL 
y - . ee Ree Level 3-2: s:K12zd0t 
Level II: - BGQBNK of ee Cali 
——— = Level 3-4: 5Kk9?r46B 
Level 4-2: m!sllSk+j 
BJUFGHM Level 4-4: 4D87R10MC 
BJHGFM Level 5-2: w&xKCW>mv 
Level 7: BJLGSM Level 5-4: fXc-bzl1isl 
Level 9: BUJUNGQM 


BGQGNP 


Level II: 


Play as Helga: At the Area Select screen, press Up, Down, Right, Left, 
EPIS O D E 1 ‘, AT ipte K Oo E ‘T H E C 0 N E $1 Left, Right, Down, Up, Select. If you entered the code correctly, Helga 


will appear at the Area Select screen. 


OUTLAW GOLF 


Alternate Outfits 
ISELEGTs SELECT GS uth) 


Se aamaannien Tee 


PLAYER)! TN cna NC PLAYER nee 
HAALEY “HARLE Y 


Start a game, and at the Select Character screen, press and hold L, and 
then press Y, Y, White, Y, Black, Y. If you entered the code correctly, 
the character you selected will be wearing an alternate outfit. 
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